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EDITORIAL 


Welcome to this very special issue of 
The Spectrum Show Magazine. This 
issue will be available as a real printed 
magazine you can have on your book- 
shelf, on your table or even in your 
toilet. Wherever it may live, I'm sure it 
will get some attention. 


All my top-tier Patrons were offered 
this free of charge as a thank you to 
them for supporting the show and 
allowing me to continue working on 
future episodes. 


There was a very limited print run, only 
80, with most going to my Patrons. 
The remaining ones were available to 
buy at a very reasonable price with 
discounts for other Patreon tiers. 


Because this issue is going to print, the 
format has had a slight tweak to 
accommodate normal print sizes. This 
shouldn't cause too much trouble, but 
let me know if it does. 


The Spectrum Allure 





Part of the allure of the Spectrum was 
planted firmly in the era it reigned 
supreme. The 80's were a mesmerising 
time. So many home computers to 
choose from, so many options, so 
many games and so many magazines. 
Compared to today, it really was like 
the wild west - anything could happen 
tomorrow! 


The next mega-game could be 
released, the next micro could be 
released, the next new magazine could 
be on the shelf or the next great 
peripheral could be advertised. 


Even today, the landscape Is forever 
changing, with new products and 
games being released for the machine. 


The Yandex competition always 
produces some great examples, and 
this was no different this year. Small 
companies are also still producing 
excellent new hardware like the Vdrive, 
which will feature in the new series. 


I won't ignore the other major allure, 
and that was software copying. It 
happened and there Is no point in 
denying it. The playgrounds of the UK 
were full of kids swapping games 
because it was easy to do so. 


I have said many times that I copied a 
few games but did then buy them if 
they were any good. I bought them 
because I was a collector. I wanted the 
games on my shelf, I wanted to see the 
artwork and I wanted to admire them. 


Some people copied masses of games 
and set up stalls in local markets. They 
took things to the next level, an 
unacceptable level. 


Moving onto happier things then, and 
episode 100. No doubt you will be 
aware of this, it is plastered all over the 
front cover, after all. It was amazing to 
reach that milestone, but as it was up- 
loaded, the next series was already 
underway and I was setting up and 
testing various pieces of hardware. 


It is odd that sometimes I don't feel 
like reviewing something, and then 
when it is all plugged in and working, 
it is absolutely brilliant. 


I have received two particularly 
exciting pieces of hardware, both of 
which I have a very personal 
connection to. These will be rebuilt, 
cleaned and hopefully, if they work, be 
featuring in a future episode. One item 
I have had since January 2020, and it 





has taken this long to finally start 
thinking about putting some time 
aside to get it back to a working 
condition. 


Media Questions 


There have been several requests for 
me to continue releasing the shows on 
DVD or Blu-Ray. I did create series one 
and two on DVD, along with many 
extras, and sold those, but moving to 
the next series would be troublesome. 


Firstly I switched to 720p and later 
1080p. This takes up more space so 
DVD is out of the question. Blu-Ray 
has a limit of around 3 hours, which 
won't fit all the episodes on, unless I 
drop the resolution or have multiple 
discs. 


Not to mention the work involved in 
building the menus, processing orders, 
making extras and posting them out. 
So here is a little challenge. If there is 
anyone who thinks they can do this, 
get in touch and I will consider what to 
do. It must involve professional 
printing and duplication via a 
reputable company. I don’t want home 
burnt discs and ink jet inlays. 





oalreon 


Want to support the show and magazine? 


www.Patreon.com/thespectrumshow 


ola The @eniele The Story Of That Image 





The cover of this issue should be familiar to most of you. It was an 
attempt by be to replicate and reproduce the image first seen in 
The Complete Spectrum magazine. The magazine featured in 
Episode 100 and Issue one contained two images of various 
Spectrum setups. The first one was the basic setup, and the second 
was the ideal setup. 


Those images certainly looked good in the magazine. Bright 
colours, well laid out and really well photographed. In episode 100 I 
decided to try to get a better version of those images by scanning 
them in, lining them up (as they straddled two pages) and cleaning 





them up. 
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I had to scan them page by page and then try to join them, poeta SESE on ae 
removing any bad merges and attempting to smooth out the slight 
difference in background colours produce by the scanner. I then 
tried to remove the text boxes that described each item, but this 
process proved a step too far. So, what was the next option? 


In my enthusiasm I thought I would actually reproduce the image, 
the first one only, in my office. I had a large red background sheet 
and most of the equipment. The ZX Spectrum, Interface One, two 

Microdrives, Interface Two and the Alphacom 32 printer. The two 

items missing were the cassette recorder and the television. 


It took a bit of tracking down but I managed to get hold of the tape 
recorder on eBay for a reasonable price. It is a Sharp RD-620E and 
after a bit of cleaning, it was ready. The TV proved more tricky to 
find, and in fact I never saw anything even remotely like it. Because 
time was ticking, I opted to use my own 14-inch TV as a substitute. 


I set up the background on a desk and began placing each item in 
turn onto it, using the magazine image as a guide. This took a while 
but eventually it was ready and I snapped a few images on my 
phone. This was a mistake, but at the time I was just so pleased to 
have it all set up just like the original. 


After putting all the items away and tidying up the room, I reviewed 





the photographs the next day and to my dismay (yes, I know I 
should have checked!) they were not up to my expectations. 


Gritting my teeth I started all over again, this time on the floor, 

giving me more room to get the angle right. Once everything was | 
in place, I used my normal DSLR camera to grab a lot more images 

from various angles, and the end result is much more pleasing. The 

closest one to the magazine was used in the episode and can be 





seen on the front cover. 
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Many of you may know the story of how The Spectrum Show came to 
be a thing, almost by accident really, but for those who have forgotten 


let me explain. 


I was tasked with doing a video presentation at work and to 
brush up my editing skills I decided to do a short 15-minute 
video about a subject I loved - The Spectrum. It was rough 
around the edges, my delivery was not good and the 
content, looking back, seemed rushed. I threw it out onto 
Youtube to see what feedback I got, and was surprised when 
viewers seemed to like it. 


That was the end, or so I thought, until shortly after seeing 
the video a friend was clearing out his loft and offered me a 
few Spectrum things he had found. This included a 48k plus, 
a Wafadrive and about ten games. I gladly accepted these 
and was really looking forward to trying out the Wafadrive, 
not ever having one before. 


While setting it up I wondered if the people who had seen 
the original video might just be interested in this nice bit of 
hardware. I thought they may be and so filmed it all. Then I 
got the bug and the show started to take shape. 


What were my influences? I used to watch a few retro videos 
(not always on Youtube). Amongst them were Classic Games 
Room and the greatly missed Weekend Gamer TV (the old 
one from years ago and not the ones now found on the 
internet). If you have ever seen any Weekend Gamer TV 
videos you will know where some of my ideas came from. 


With a format ready and a games collection slowly building, I 
started to plan the next shows. It took up a lot of time, but 
back then I had more than enough. The shows got longer 
and the editing a bit better. New sections were added and 
new friends made. 


The hardware was a particular favourite of mine. All those 
things I had seen as a child advertised in magazines that 
were unattainable could now be bought online and I could 






finally get my hands on 
them. This, more often 
than not, turned out to be 
disappointing. 


Things like the Stack Light Rifle that looked the coolest thing 
ever, but in use it was terrible and the software support was 
non-existent. The RD Digital Tracer was also a very intriguing 
device but yet again, although technically clever, came with 
an interface that was a modified cassette box and the 
resolution and accuracy left a lot to be desired. 


Sometimes though you got a gem, and that's when I really 
enjoyed the time spent testing things out. The Heart Rate 
Monitor was something I had always wanted to track down 
and try out. Luckily a viewer sent me one to review (and 
subsequently buy). The VTX 5000 modem was superb and I 
got a real buzz from using that to get my little Soectrum 
online again. 


The game reviews are always mixed and often 











changed at the last minute. Sometimes I 
review games I like and want to play 
and share, sometimes I go for 
games I have never — ~ 2 a a 
played. This either ~ . 
makes me feel like I 4 
wasted a few hours or 
get hungry for more, 


depending on the game. 


I could quite easily sit and play the 
old Imagine, Ocean, Artic Computing or 
Quicksilva games for hours, but that doesn't really 
make for a good video, so those moments are reserved for 

when an episode is complete and I have a few days to relax. 
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Like hardware, there are some real treats to discover software The constant flow of new games always amazes me too, and 
wise and some abysmal titles never to be played again. This some of the games are superb. Sadly I don't have much time 
is all part of the show and when a really great game appears, to write games like I did, but occasionally I sit down with 

it’s brilliant to spend time testing it on real hardware and AGD and test out new ideas. 


emulation before reviewing it. 


The VTX 5000 Review Story 


The modem was bought from eBay on 1st November 2018. It sat in my collection for a couple of years waiting for the 
right moment. That moment came in 2020, around March time. Although my house was up for sale and Covid had not 
yet hit, I thought I would have a few weeks/months to set it up and at least get some footage. At this point I did not 
know of any bulletin boards still accessible via phone lines. 


My plan was to set it up, film it and if it worked, try to create a mini BBS using an old work laptop just so I could 
demonstrate it. 1 searched for software to do this and had a few in mind, but I first needed to test it. I used a 30m 
length of telephone wire to get a socket to the room I was using and once plugged in, it worked fine. This had to be 
done during packing up in readiness to move, so time was short. 


In April I grabbed the first bits of footage of the box, unpacking and setting up. The main screen worked and the menu 
system seemed fine. At this point I discovered a viewdata BBS still running in the UK. I now had to plan some more 
time to setu p and film again. This happened towards the end of April and by then the feature was beginning to sound 


like it would be perfect for Episode 100. 






Connecting the viewdata BBS was quick and easy and I have to say it was a joyous moment. Seeing my little 
Spectrum talking to the world was fantastic. Now came the next stage - scrolling bulletin boards. 


This took a long time, almost four weeks of trying out different programs, different settings and even different 
phone sockets in the house. Eventually though, after much frustration, I came to the conclusion the VTX had not 


been upgraded to allow scrolling systems to work. 


I now had 21gb of video footage and then Covid hit, and then the house move happened. The feature for episode 
100 wasn't put together until August 2020 when I had finally moved, set up the office and started to script the show. 
Episode 100 was published in November 2020, over two years after buying the modem. 


Page / 





The older shows included a month by 
month news section covering the news as 
it happened from 1983 onwards. To do 
this I scoured my many magazines and 
picked out the best bits of news. Initially 
there was plenty of it, but as time moved 
on, like the magazines, the news got 
thinner. 


There were some very interesting stories 
in the news that came as a surprise to me 
even though I bought Popular 
Computing Weekly every week for four or 
five years. The fact that the MOD 
confiscated a software protection system 
and slammed the creator with a non- 
disclosure notice was intriguing and 
something I should try to find more 
about. 


The show's opening titles are another 
thing that have evolved over time, with 
the current ones being my favourite. The 
video quality has also improved over the 
years ae at the standard DVD 
resolution of 720 x 576, moving to 720p 
for series two and finally going to 1080p 
from series 6 on wards. There are no 
current plans to move to 4K though. 


As each move to better quality 
happened, this was backed by upgrading 
the equipment used to produce it. My 
camcorders improved and my DSLR was 
upgrade a few years ago too. Ido 
actually record in 4K as it gives a 
better picture 
quality 
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and I have the option to re- 
frame during editing. 


The shows moved slowly from 
15 minutes up to 30 minutes, 
and I think that is the ideal 
length for this kind of video. 
Given that target does leave me 
room to manoeuvre and I can 
swap out game reviews if the 
main feature is longer than 
normal or add another game 
review If it is short. 


I have done several specials that are 
longer and indeed episode 100 was over 
an hour long. It was though, a very 
special episode and does take a huge 
amount of time to complete. 


I usually do most of the work myself but 
sometimes people offer their help which 
is always appreciated. Material provided 
by other people is always interesting, not 
only does it mean I have a short break 
from doing it that month, but also I get 
to see what others are doing. Mat 
Dolphin did a great feature on the video 
digitiser, the Vidi-ZX. The one he tested I 
don't own, but I do have a similar device 
that I hope to be putting through its 
paces soon. 


Geoff Neil has also put a lot of effort 
into the later shows. Initially starting 
with a playing tips section, he soon 
moved to other things including 
Hidden Gems and of course his Jet Set 
Willy mods section. 


Later we came up with the idea 
about having a chat part of the 
show. This was another accident. 
We were on the phone 
discussing the next series and 
pondering what to do. The 
conversation drifted to other 
subjects and the idea was born. It 

has been a staple part of the last 





_— es sere’ 
r= ara oor sgugttrvit ps Gadi 
Dic a" ogg 





few series and we still find things to talk 
about. 


I once compared this section to meeting 
a mate down at the pub and just having a 
chat. After recording usually about 30 
minutes of audio I then have to cut it 
down to the five or six minutes needed 
for the show. 


I introduced Type-in Corner after I went 
through some old tapes I had and 
discovered a few games missing from the 
internet. I used those games up pretty 
quickly and so moved to finding and 
typing out others. With the help of 
Bootlegger, we managed to get over 
twenty games not seen in over 30 years, 
typed out and playable. 
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The lowest moment of the entire shows 
had to be episode 40. Not the episode 
itself, but the making of it. I gave myself a 
lot of work to do in a short time and 
when, with two days to go before 
publication, the whole project crashed 
the video software, I was ready to give 


up. 


Covering all the magazines was 
something I wanted to do, but I was not 
ready for the shear frustration it caused. I 
even missed a few out, which was very 
annoying! 


The arcade shootouts were fun, in a kind 
of masochistic way. Playing all those 
clones was at times great fun, sadly most 
of the time it was having to put up with 
badly written BASIC games that were 
actually on sale back in the early 80s. 


That was the way of the industry though 
and everyone was learning as they went 
along. The talented moved on to 
machine code, formed 

companies or 
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joined companies, and the 
games industry was born. 


And now for a confession. 
Episode 100 was meant to 
be the last one, it seemed 
like a perfect number to go 
out on and in fact I had 
been planning to end 
there since episode 50. 


I did drop a few hints and the keen eyed 
amongst you may have spotted things I 
was typing whenever I used closeups of 
the Spectrum's keyboard. In one shot I 
typed “episode 100 will be the last”. It 
seems no one spotted it though! 


So why did I decide to carry on? There 
were many reasons to stop after all. I will 
be getting married soon, I have a new 
home and I have other hobbies I like to 
pursue with my future wife. 


I have many reasons to continue as well. I 
enjoy sharing the bits of hardware with 
people, (I don't buy it and then squirrel it 
away). I want people to see it in action 
and see what It was really like. I enjoy 
playing Spectrum games and 
experiencing new things like the divIDE, 
ZX-HD, Gotek floppy and of course the 
Spectrum NEXT. 


So for now... the show will go on. 
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A YEAR IN NEWS 


1983 was an exceptionally exciting year for Spectrum owners, with new companies, new hardware, new 


software and a vast array of news flooding the magazines. 


Here is a pick of the stories from that great year. 


In January, Bug-Byte, the Liverpool-based software house, 
was set to be one of the first major companies to move away 
from trading only via mail order. The decision was based on 
the rapid growth of the software industry and the acceptance 
of high street chains to take on computer games. 


At the same time, senior staff from Bug-Byte broke away to 
set up their own software company, Imagine. Dave Lawson, 
Mark Butler and Eugene Evans would start to produce titles 
for a range of machines with their first game, Arcadia, ready 
to go. 


With the move to the high street, Curry’s MD spoke out 
about the lack of training for staff. As new computers started 
to become a common commodity, sales staff had no idea 
how to sell them to the public. Dixons sent 300 of its staff on 
a 2-day intensive microcomputer course. 


Sinclair moved ahead with their plan to grab the best titles 
and re-sell them under its own label. The latest batch to get 
the Silver-label treatment were the four Artic adventure 
games. 


Timex announced their version of the Spectrum, the TX2000 in 
Las Vegas, with both 16 and 48k models available, and a new 
joystick was launched, the self-centering Competition Pro, a 
joystick that went on to have a very long life. 


Pixel appointed Quicksilva, an up and coming successful software 
company, to market and sell its range of titles for the ZX81 and 
Spectrum. 


In February Spectrum sales hit 200,00, with Sinclair stating more 
high street stores would now be stocking the machine. 
Meanwhile board-game makers were worried about the 
numerous computer versions of their products that were 
appearing. Many games had already been produced unofficially 
and were selling because of the brand name. 


Virgin, mainly known at the time for its music business, moved 
into the computer games market, creating a new branch named 
Virgin Games. 


In March, Micronet 800, the microcomputer section of Prestel, 
was launched with special discounts for the first 10,000 
subscribers. The race was now on to produce a peripheral that 
allowed the ZX81 and Spectrum to connect to it. 


Sinclair had their own problems and had to recall batches of 
faulty Soectrum power packs for any Spectrum purchased since 
January 1st. 


New interfaces arrived for the 
Spectrum to provide connectivity 
_ to match bigger machines. 
RS232 and Centronics interfaces 
were available from Cobra 
Technologies, marking the start 

~ of a flood of printer interfaces. 





Sinclair, late again, stated they were to start offering RAM 
upgrades for the 16k machine very shortly, though they were still 
trying to work out exactly how to provide them though. They 
also announced their much anticipated storage device, the ZX 
Microdrive, was nearing completion with the final design now 
frozen and ready for production. 


Away from Sinclair, and many software companies were worried 
about a new scheme that allowed users to try out software and 
return it. The so-called “Buy ‘n Try” scheme allowed users to first 
buy a title and then exchange it at a later date without paying 
anything further. This, according to software companies, 
condones piracy. Quicksilva had already made plans for legal 
action. 


} In April, Sinclair put a halt to 

} their planned adapter to 
connect the ZX81 and 
Spectrum to the new Micronet 
800 service. Luckily, other 
companies were working on 





similar devices and it 
wouldn't be long before 
Sinclair owners could 
connect to the world. 


Without the Microdrive 
many companies were 
trying to beat Sinclair to a cheap mass-storage system and a low 
cost disc system looked set to roll out for many microcomputers. 
The oddly named BATS-NCI drive uses 3 inch discs that can store 
around 200k of data. Interfaces have already been built for a 
number of systems including the ZX81 and Spectrum. 





On the software side, Quickilva released a massive 14 new titles 
this month for a variety of micros including the Spectrum. Games 
such as Astroblaster and Frenzy would be good sellers. 


On the high street, price wars were starting to appear. Prices for 
the Spectrum were cut by high street retailer WH Smith. In an 
aggressive price battle, they reduced the 16k machine from £125 
to £99.95 and the 48k machine from £175 to £129.95. 


Sinclair's Interface One, required for the new Microdrive, was 
rumoured to provide local area network functionality along with 
an RS232 port. User would be able to link up to 64 Spectrums 
together. Expected release date was set for May or June. 


In May DK'Tronics entered a deal with K-Tel, providing them with 
software titles to sell under its own label to record shops and 
distributors. 


Another potential disc system to get interfaces for the Spectrum 
appeared, this time it was the Cyborg 5.25 inch drive. Said to 
have been compatible with over 25 micros, each disc could hold 
360k. The race was now on and Sinclair had to deliver it's own 
cheaper system. 


Sinclair and Psion joined 
forces to produce a new 
interface and software 
distribution method, the 
ROM. The interface named 
Interface Two would be able 
to load games instantly via a 
small ROM cartridge. 





Softek started legal action against Silversoft for breach of 
contract. Silversoft were selling a game, Slippery Sid, that was 
made using Softek's Super C Compiler. This, according to Softek, 
should not have happened without permission. Interesting link 
between the two companies though, in that the compiler was 
written by the same person who wrote Silversoft's Orbiter game, 
Andy Glaister. 


The first tape-based magazine was produced for the Spectrum. 
Created by Argus Press, the tape named Spectrum Computing 
saw its first issue this month. Holding over 80k of data, it was the 
first of many issues and the first of many tape-based magazines 
for the Spectrum. 


*Images used from original source 
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In June the ZX Microfair held at Alexandra Pavilion boasted a 
huge amount of new titles for the Spectrum. Amongst the 
games launched were Gun Law, Black Hole, 3D Combat Zone 
and Cosmic Debris. 


After being awarded Young Businessman of the Year, Clive 
Sinclair became a knight when he was given the title in the 
Queen's Birthday Honours list. Sinclair Research are valued at 
£135.9m with Sir Clive owning around £129m. 


News on the future C5 electric vehicle from Sinclair Research 
kept trickling in, with the latest guess being that it would be 
a three-wheeled vehicle powered by a new type of lead-acid 
battery. 


In software news, a new company started to advertise in 
June, promoting two 16k games. Little did we know this was 
the start of Ultimate Play The Game’s dominance of the 
Spectrum games scene. Jetpac and Pssst were stellar games 
that made many other available games look simple and badly 
written. 


July arrived and with it came a crime against computers. 3000 
Spectrums were stolen from a warehouse in Hornsey as they 
sat waiting to be sent to retailers by the distributor, Prism. 
Later in the year most of them were recovered when the 
thieves tried to sell them to the same retailers that were 
expecting them from Prism. 


News on the eagerly awaited Microdrive was always gladly 
received and Sinclair claimed that the first deliveries of the 
cheap mass storage devices would be in September. The 
public waited patiently, as they always did with Sinclair's 
products. 


Quicksilva opened a new office in America, one of the first 
UK software houses to do so. Unfortunately it was short lived. 





In August, Melbourne 
House stated they 
had nearly completed , 
what was destined to /f 
be the most famous 
adventure game on 
the Spectrum, The 
Hobbit. Costing 
£14.95, it included a 
full copy of the book 
by J RR Tolkien. After 
release most 
magazines were awash with requests for help along with 
hints and tips. Never before had an adventure game stirred 
up so much interest. 





The Spectrum got a new printer in the form of the Alphacom 
32, a rival for the ZX Printer. This was a re-badged version of 
the US Timex printer, but produced larger prints and did not 
produce the burnt paper smell of the Sinclair device. 


Sales of the Spectrum exceeded 500,000 with an average 
output of around 6,500 per week being sold. That beat the 
ZX81 figures for the same time period and Sinclair were 
delighted, expecting more sales once the Microdrives were 
released. 


September, and Quicksilva 
released a program that 
allowed users to make their _ ay 
own games. The Games f 
Designer, as it was called, 
provided several formats 
(Invaders, Asteroids etc) and 
allowed users to change the 
graphics, attack patterns 
and sounds. Sadly, you were 
not able to save out your 
own games. A fault that all 
other games designer 
packages failed to address. 





Sinclair released a modified version of the Spectrum's 
motherboard to fix issues with certain television sets. The 
new revision (version 3) included a modified ULA chip but 
this created other issues for some users. Reports that some 
games written that use the IN command would no longer 
work arrived at Sinclair and in various magazines, but the 
number, according to Sinclair, is very small. 


Ultimate Play The Game 
announced two new titles for the 
Spectrum, both 48k. Lunar 
Jetman was the follow up to 
Jetpac and a new game called 
Atic Atac was centred ina 
haunted house. 


A few weeks after Quicksilva 
released Games Designer, 
Melbourne House released it’s 
own game creation tool, HURG. 





Like Quicksilva’s offering, you could not save out games 
without the main package being loaded first. 


Quicksilva also announced a few Christmas games including 
one called The Flea. This was later changed to Bugaboo The 
Flea. 


In October, Sinclair's ROM interface, Interface 2, was made 
available for mail order. Costing £19.95, the unit allowed use 
of the new ROM games which would cost £14.95. 


Melbourne House, after the success of The Hobbit, 
announced their next adventure game. Sherlock, obviously 
based on the famous detective created by Arthur Conan 
Doyle, would see the player trying to solve a murder. 


The first game to use Interface 1's networking feature was 
released this month. Hunter Killer by Protek was a modified 
version of a type-in game published in a magazine. 


Sinclail penigalee to srodties enough Microdrives to meet 
orders and in some cases even admitted they were 
production problems. Software for the device is also non- 
existent with Psion claiming this was due to a shortage in the 
cartridges. 


November arrived, and the build up to Christmas was in full 
swing. Take up of the Microdrive by software houses though 
was very slow, almost at a stand still. Richard Shepherd 
Software, notable for games such as Transylvanian Tower, 
claimed to be making plans to release its Cash Controller 
software for the device. However, lack of duplication facilities 
for the new format meant they had to release on cassette 
and provide a save to Microdrive option instead. 


& 








The award for the stupidest name for a software package 
must go to the Irish company Micro-Kraft. It released a pack 
of three tools that allowed users to protect their software. 
Basic Protectrum, Machine Code Protectrum and Anti-Copier 
Protectrum performed different tasks to keep your games 
safe. 


Several companies released games that were compatible with 
the new speech unit from Currah. The unit allowed games to 
speak words and phrases, and companies such as Ultimate 
Play The Game, Artic and Bug-Byte were already producing 
titles which worked with it. 


In December, Bug-Byte software lost their claim on one of 
the most famous Spectrum games. Manic Miner, written by 
Mathew Smith, was sold by the Liverpool based software 
house, and Mathew left to set up a new company, Software 
Projects. Software Projects would now sell the game leaving 
Bug-Byte with only their remaining stock of the game to sell. 
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Automata had appealed for financial help as it battled board- 
game makers Waddingtons. The target for Waddingtons was 
Automata’s computer game, Automonopoly. In July 
Automata changed the name as part of an agreement. The 
title was renamed Go To Jail, however, this seems not to have 
been the end of the matter. The court case was set for 
January. 


Sinclair proudly announced the completion of the one 
millionth Spectrum. This major event took place on 
December 9th at the Timex plant in Dundee. 


And finally... 


Did you ever get so angry 
while playing a computer 
game? Well a company 
recognised this and 
produced a 17 inch foam 
baseball bat so you could 
take out your frustration on 
anything that was within 
reach. Named the Byte Bat, it couild be yours nes Ey. 
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'S REVENGE 
KONG Zigurat Software 1991 


Take the arcade game Donkey Kong, Nintendo's fantastic and 
well-loved classic platformer, enlarge everything so the main 
character Is nearly a quarter of the screen in height, add a few 
elements to the game play and what you end up with is 
Kong's Revenge. 


It is a very impressive looking game and the developers have 
(ofoyal=m- Ie] -t- 105) 0ym olUh mn dal-Mer-laal- Mic] melon ey-lel\Valamsalom ane it 
important area, playability. 


Let's start with the game in general though. The aim is to get 
Xena al-ma Ke) ome) mm Wal-mcxelce) [ale mcXeld-1-1a Fn -t-(e ln Co) ale m-lalemaalce)ivmalian 
off. Kong has kidnapped Mike's girl and Mike is set on 
revenge. Mike, the main character is not having any of this 
and begins his journey upwards. 


There are seven levels to get through, each featuring the 
usual mix of ladders, barrels and fireballs. The graphics are 
faateyaloteialceyan(=m-lalemual-mcvelc-\-1amsvelce) | Mlal-]|mella-rad le) arom rom VIL <) 
moves around. The detailed backgrounds are great and 
graphically the game is very good. 


Control is a bit hit and miss, sometimes you can try to jump a 
(of-] om laMtal=mellcel=]ecm-larem=1aleM6) om e)[Ulaalant=1aiare mele) Zac] ce mM Lmai). <-15 
a while to get used to how jumps work. 


INTEAWAt=1 (cla al-Jal acme lele(-temomaalicmel-laal-m-]c-m\uiinelal-\maat-]mce laa meyal 


V/-TarolUrma dal iare [om iL <cmanvenulare melt-1ucelaaarce-lalem ola (ele[-cwm Kelme) el-1g- 182) a : sl 2a 

a switch you have to just WV] L@lialce mem olUlamvalicmer-le cause Fa ee ea as 

inadvertent operation. In these cases you have to jump over ref. A) Sn 

idal=Jan ikon \Ve)(emele)iale Mim e)yar-lael(e(-1alm == B. . : 
F see 


ul 
si 


Pantatitaht 


Mike can also punch barrels. This is used quite a lot as the a . eee. 
rate of barrels in some areas proves far too much to jump. ee af gee : 
poe ae) 


. 
* 
“eataat aaa sea a"sMa ssa a"eea"aa ae 


a 


Sound is used well and everything would be great if it wasn’t 
for the difficulty. Just getting past the first two minutes 

fe) xe)Vi=10 Milan] eLe)-s31| 6) (=mam AOlU Mm al-\V{-mcomellignlem-mml-le (elem [Ulan] om-Mel-1©) 
and time things so the fireball moves down one ladder as you 
faato)V{-m0] om tal-moldal-]emn ColUmual-lamal-\.-mcomialce\iae-\)7icesmcomnelan 
(olan al=manreydiaremo)(-lucelann ma al-JaWe[-1m of-[e, @ivel tal-ml-lele(-1m ele) 4~ 
the fireball comes back up. This section Is so frustrating that in 
the end, after ten minutes of trying, I used a cheat to get me 


further. : 
Sadly things did not improve and It wasn't long before I was wal. Saray 
AY-e-lellaleme(o\WUamtateacet-t-lamat-- eile . Pie SENG: 


The game has so much potential which is offset by the 
difficulty. 


The last level moves completely away from the original and 
turns into a run-and-gun game. Mike has to make his away 
EYolcess-mas al =m ele) me)m-l ole] i (el late mu inamcxe)sal-malla=m ef-[e).4e] cele] are 
graphics, shooting the ever-moving head of Kong. Once 
(ofoln a] 6) (=1¢- me alomar-mcem o)i-im alm \amcom al cme laliat-]ale mm ale miele 
some reason is naked! I'll let you see that for yourself! 
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JHRUUN IL 


It's not very often we get new shoot-em-ups on the 
Spectrum, so I was eager to play this one when I saw it sa 

arrive on the forums. Shoot-em-ups are my favourite | 
genre, so this would be a tough test for this 


newcomer. ie 


Sardonic is described as a character-based shooter. 

That means that all the graphics move in character 

squares (8 pixels) rather than being pixel smooth, but 
to be honest, it really doesn’t matter for this game. 

The action is fast enough for you not to notice as you 


Penisoft 2019 





(ofofe (elm (-11mr-]ale male] alm davdiale meme (-0ce)Vmnalom-]i(-1alce-]ale. oe 
(oo) | [=Yel mad atm oLe\ i -180] Oss Se 


During the intro we get some nice music before the 
action begins and then swarms of enemy aliens start oh 
to drop down the screen, firing at you constantly. This 

vertical shooter is great fun to play and follows the Le 

ULNUr-] nce) sant- lem olUlanal-lanljammr-el-lomuallalen 


Blast anything you see, dodge the alien bombs and 
pick up various things along the way. Great! 


You have smart bombs that can be used to destroy 
everything on screen and these are replenished 
throughout by picking up the ‘B’ icon when left behind 
by a recently destroyed ship. 





bolt er-]alme[=1m-),4ur- Mila) ele) (-1emceloMmUyi ale ame(elele)(-mVelele 
laser shots and this is essential if you want to get far. 
Each time you are hit, you lose this upgrade, so 
immediately look for it as soon as possible. 


You can pick up extra points by collecting the P 
symbol and extra lives by collecting the L symbol. 


The game plays really well, and it’s a hectic pace. 
Because of the character movement everything moves 
quickly so you have to be alert. 


The enemies vary in colour and look, and move #8 
differently. If you get far enough, there is an end of 
level boss and then it’s back to more blasting. 





This game is very reminiscent of early games, but 
seems better and really is a good blast. 


I really enjoyed this and if you like shooters, definitely 
give this a try. 
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Maze Death Rally X is a conversion of the 1981 
arcade game Rally-X — and a damn fine 
conversion too. The game involves driving 
~leelelalem- lm aat-y4-m- lave mere) i(-reld ale mil-le SMU ali cys 


We) (el fale mmdal=mevar-\iale et-]e-mr-] ale me) Nal-1 mm al- 74-180 [5 A#E sIEATH ALLY-#) 


s oe 
Ue alr- ke) B 


If that was not enough, you have limited fuel so 
at Nm KOM aUle-m ele mele)amm aul amelulem 4olU mer-lamee)|(-re18 
fuel on your journey, so you need to keep an eye 
out for it. 


As the levels increase, the number of chasing 
cars grow, so the learning curve and playability 
gives you plenty of game time. 


Ai at=mer-laatsmarcmeolaidialecelecmanleliremaar-lmcmrcmieali (1s 
to the arcade game, and the graphics are really 
well implemented. 


There are other version of this already on the 
Spectrum (Maze Death Race from PSS being 

one), but this one is by far the closest to the 

arcade, and is really great fun to play. 





Ai at-mant-]ome)amal-malelaimeym val-mcvele-1-]e male) meal) 
position of the flags that need collecting, 
yourself and the chasing cars which is very 
useful. 


faze | ,JEATH ALLY-9) 


If the cars get too close you can always lay down 
a smoke screen to block them, but you have a 
limited number of these at your disposal. 


Ii al-meco) alae) me-]alm oX-m-lu oll me)m- lm eee) e)(-Janm- | ma aatsss 
and it's difficult to say what is happening, but 
when you approach a turn or corner, the car can 
try to turn itself, but at the same time you hit the 
key and the car seems to spin around and go 
back the opposite way. 


Nok-Tammicelaamnar-immualelelelanmualcmicw- lm uale)colele] alii 
Tal (o)Vi-] o)(= Me l-]aal=m- ale Me=1ak-] [ala elaiamelal-teldlace 
out. 


Te 3 
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aN 
JUPITE 


Here we have a horizontal scroller with very 

little in the way of a story. You are on Jupiter 

and have to survive the ten levels of, as the eee 
inlay puts it, arcade action. Ree ee Se er oP eee 





Being a Codemasters game you would expect — = ——— Ss 
at least a half-decent game, and sadly, despite ‘e 
being written by Derek Brewster, that’s all it is. ie 








THD 
J 





The play area covers the bottom half of the 


screen, presumably to allow better scrolling. ran 
oom 
The top half is used to display scores, current — 


level and lives. There are also meters for fuel, 
which is needed for your jetpack and laser 
power. Extra fuel and power can be collected 
1ice)aqmsal-me | aelUl ale m-\mV(el0m nat-]ee ame) mil\ar-l(elale p 


Ai at=me[e-]¢)al(ocm-la-manle)alerealcelaa(-m-laremlamxe)an(= 
parts quite detailed, but the colour scheme 
used on some levels start to hurt your eyes. 
Also because of the monochrome scheme, 

enemy bullets are difficult to spot over the 

textured background. 





Sound is minimal with footsteps, laser fire, collection and 
explosions, some of which are definitely from older 
Mikro-Gen games. 


Control is OK, and sometimes a bit tricky as you walk 
and fly across the landscape. The enemy aliens come in a 
variety of shapes, but there is nothing really outstanding 
about this game. It was though, to be fair, only a budget 
release. 





Playability is fair and the game isn't too difficult. I 
aat-latcle{-rem komo [-1mmcomual-maaliaemie-[e[-mWaiualeleimr-lan’ae)ge)e)(-10 a1 
so there is the one-more-try element, but the graphics 
style really does start 
to irritate you after a 
while. 





A half-decent game, 
worth a quick blast, but 
don’t expect to return 
to it. 
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Miguetelo 2019 


Miguetelo always has the ability to create original 
games, bringing together various genres, usually a 
nal elim LU yar4{-s-er-[alem elt Lace) enaMm Mal Mal-lem-l10-t-[0) 
happened with Robots Rumble, released more than a 
year ago, or even Double Bubble, in 2016. Dirty 
DYoy4-]mre(el-\ am mellem Colom ariel pMiceeimallme)tal-lmel- lan l-y 
so anyone who appreciates his style, just like us, will 
have strong reasons to look forward to this new 
challenge. Will this new game be up to it? We will 
see... 


Just take Sokoban, add a few pinches of platformer, a 
few more of an arcade game, and voila, it’s Dirty 
Dozer. Just an aside: this was one of the games we 
icolU late Manle)i-melliiallimcome(-1ila\-me iace- Mm e)t-lace)sail-lem ele 
F) oer moluya4l-m-lale Ma -1am- lam ledlelamer- lias 


We should also explain briefly what Sokoban consists 
of: it is a puzzle in which we move cubes or boxes to 
be positioned in specific places. There are many 

fo) o)-)¢-(ol (Mam tal-manliole|(-Me-lale miele me-lamanle\Z-melal\ymelal~ 
box at a time, being careful not to get stuck against 
the walls, so it takes a lot of mental gymnastics to 
solve the riddles. This is also the case in Dirty Dozer, 
as the ultimate goal of each of the 22 levels is driving 
EM elelifeloyd-1mm (alae =m tal ar-lanl- mem tal-mer-lnal-) e-lale, 

re) F-Tell ave ma al-m ole). [am (al-M oLeleM [ale |(ec-](-cemcolmearlt 
purpose. 


However, unlike the magnificent SokoBAArn, for 
example (yet, another Sokoban-inspired game), 
which features puzzles to be solved in a slow, almost 
1feJe) Ga Coa cel-m7-\ Vm al me (elm ale) mar-]e)e\-10 am) [asym Bley 
Not only because there is a time limit to complete 
each level, but also because the remaining arcade 
elements then appear. 


The first levels are quite peaceful, but at some point 
idat-matveyUlale me]ey}t-[e [Mele ]/amcom-|0)el---l em Mle lalaaliare 
patrols some paths, and even the famous tubes that 
crush those who pass underneath (reminiscent of the 
WW Colaiaat-lel-) -Ie-mig-re 01-10) ar-] me al-m talesia@-lel\z-lala re 
levels. But there is worse, because some gargoyle-like 
beings shoot fireballs that will make you restart the 
level with one life less if they hit. 





Q) Soo a eT 






Lif vets, 













ed 









UT Els 
o 

| Se0oR 

PRAGA erase 




















SB hel OO Bl 
ee eS Sees Ee OFE:| 
Fee oa ae ae ieee es | BG 
ee i a, Ht Ae ee Re ad tial iel ial iel 
Patera este htt teeta ls 
rear res cle Ly Chk eee 
bere tb LL 1h fe Dei 
tar oe 
: na 4 : 
0 Sa FI Bi: 


a: Fee ek a oe, 


ee OES 
Vv 


SI: 
SEED Dl Fc te Tish! 





LTvels 
Go 

= CCU j eel 

e aParsl?,: ke ee i J 


OO Od Bd es 


BOB 


va IF 


BS 


7/00 


“—" ee 


ewe we Lt 


_—" “ 


Pe aS: 
Oo: 





















Oe: 
i]eneses ,aPur" aria 
oe ee 
tite ti tit sraraearrsrasagsti ‘OFF ft. 





parsl;: 
prettier tlt 








et 









fate leliereya muy -mar-\(-m-lam->.40r--(-i[-1a) mm Comae)aryie amare) medal Val 


we have to select the path carefully, so the box is not stuck at a 


‘eXe)[almcar-]me-]alare) am el-manve)-1eM(-1<-1em ole] mcal-M ole) aer- lam ol-Maliae)\7 


any of the enemies as well. Add to that the bulldozer is not easy 


to control with the box at the same time, sometimes taking 
naliUiex=ree) are Mm com aale)'/-Meal-m ole) @-1i-)\VARW All (-Me(-li(-rediare mtal- 
bulldozer off an enemy. 


Olam tal-meltal-1mar-lale mm calm ole] i(eley4-1mar- Mm cal-m-le)llavmcomel-11ece)'m el i(e. 4 


blocks. And it will have to do this even before starting to move 
each box, as the vast majority of those brick walls prevent the 
box from reaching its destination. However, even before 
destroying the blocks, it is advisable to outline the path to be 
taken, or you may fall or be stuck in a place where you cannot 
reach the box later. As you can see, there are plenty of 
problems for those who accept this challenge. 


The screen layouts are very well thought out by Miguetelo. 
Most often the shortest route is not the right one to be taken 
(were you expecting anything else?), and on some levels you 
iL Milare maate)e)i(om )t-lace)satw-lalemec-laly ele)ac-16m (omc) <-mVelU ce) 

fe) F-le-me) dal -Jan MX Melale-r-legl-1e)(-mm Malelaglesme] omcelm yi ie l0[-1¢-1 (em Vale) 


cAV(Tale-lelel-reM-]elUlarer-lalmee) (ole emmec-r-lelavemit0lalaliare Mel Matas 


Ai at-manleli(omcmalla-m-laleme)(-\-m-l(e)ale mela -r-lelaM (-\-1m-lidgcelele|amime-1a 
be a little repetitive. Luckily you can turn it off. Not because it 
VE Kiam ae [olole M- | m-11 Met [an)e)\\m ol-1e-1UhY-m ele Mal-t-10 iv] Mee) ale-lalar-li(elal 
ifo]mr-Mel-lanl-m iL <-mD) anya Dloy4-lemr-lalemtal-Manlei(om mel -iadlare mel 
from this. 
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created with Arcade Game Designer), as well as Dave Hughes, 
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fh oe 


arora? or ae als 2: 


pat tt TT) Pees 


PNT Yom cal-m olavcyie-] mre lielelameelaie-lialiare m=) 4ue- M1 he ole) el-1h-r6) 
by Bitmap Soft, a new publisher that started operating in 2019. 


Review by André Leao 
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STRANGE INVENTIONS 


As the original creator of the ZX Spectrum Hardware Index (in 1986) that still forms the core of 
the hardware listed on Spectrum websites, | catalogued a lot of equipment. 


The Spectrum, along with the ZX81 before it, had some truly innovative hardware. 
Peripherals that expanded the machine beyond its limits and gave the user much more 
flexibility. 


There were though, some strange and wonderful items to be found. 
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It is a credit to both Clive Sinclair, for producing a machine with the expansion options, and the companies, who continued to 
push the little machine forward. There are the big names of course, The Sinclair ZX Microdrive and Interface 1 for example, Iam 
sure everyone has heard of. Providing not only fast storage, but networking and a serial port too, and I'm sure this was on the 
top of many people's shopping lists when it was announced. The Wafa drive, a competitor to the Microdrive produced by 
Rotronics and incorporating dual drives was another well known storage device and for printing there was the ZX Printer and 
Alphacom32 printer. 


The numerous keyboards that gave users a proper full travel experience, the most popular being the DK’Tronics one. There were 
disc interfaces allowing us to connect various types of drive to our Spectrum, The Disciple and Plus D interfaces being popular 
but expensive. 


Light guns, Light pens, Joystick interfaces, Interface 2 and many, many more. No doubt you'll have favourites of your own but 
what about those odd things, tucked away in the back of magazines. The ones that no one bought. The Spectrum had some 
weird and wonderful peripherals. Let's start with a few you may know. 


The RD Digital Tracer. Not a drawing tool but a tracing tool. The Logotron Spriteboard. Now this is one piece of kit I 

This plastic arm allowed you to trace pictures from paper. would like to see. 1 am not sure if it was ever released as the 

Not something you would rush out and buy, but it did what adverts say Coming Soon. It boasted up to 30 programable 

it claimed, albeit in low resolution. I reviewed this in episode hardware sprites. 

51 and although sturdily made and having an interface made 

from a cassette box, it actually worked well if you had a The Graphpad. Yes, the Spectrum had a graphics tablet. It 

steady hand. must have been magical to draw on this and see it appear on 
screen at the time. I suspect the limited resolution and colour 

The Cheetah RAT. The infrared joystick controller. I reviewed usage of the machine hampered it a bit though. 

this in Episode 34 and it worked well, but was cumbersome 

and suffered from poor contacts that meant it did not always The Volex Teletext adaptor. This device could view pages of 

respond. teletext just like your television. You did have to unplug the 


aerial from the TV first though, so if you TV already had it, 
then there was no point in having the device. 


The VTX 5000. For many people, myself included, this was 
their first venture into the realms of digital communication. 
You could log on to Prestel and Micronet 800 along with a 
host of other viewdata bulletin boards with this great piece 
of equipment. Later rom updates and software allowed 
access to scrolling bulletin boards too. 


The Micro Command. You speak, your Spectrum obeys, so 
the advert stated. I reviewed this in episode 61 with varying 
results. There was also Big Ears from William Stuart Systems, 
a lesser known but similar tool. 
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Strange Inventions - weird and wonderful expansions 


The Muckbus is a box that sits behind the Spectrum 
and extends the expansion port allowing multiple 
devices to be connected in a neat, vertical way. 
There is also an optional power supply so you can 
avoid frying your Speccy if you have a lot plugged 
in. 


eee Although a logical idea, it doesn’t address the 
Astle eat tree itiairenee , problem of devices being incompatible. There were 
henna | 3 a lot of things planned for this device including a 

ee oS disc interface, 80 column video adaptor and printer 
port. 





USP Card expander - (U Microcomputers) 


Another similar idea to the Muckbus is the USP Card Expander. Not as 
nice to look at or as expandable as the Muckbus, but it does offer 
similar functions and the additional boards were available. These 
included a Centronics printer board, RS232 board and multi I/O board. 


I would be quite worried if I had that many boards hanging off the 
back of the machine, and they do say you would need to build your 
own power supply to accommodate them. 





Basicare Expansion . . . 
(Basicare microsystems) The Basicare Micro System took a different 
approach to the multiple device connectivity 
problem and has each individual expansion in it's 
own case that can stack up. This does look more 
professional and the optional modules included 
memory expansions, I/O cards, sound modules 


and printer modules. 





Microframe - (Gordon Micro) 


The Microframe gives the user a large external box in which can be 
fitted disc drives along side various other expansion cards including 
256 channel I/O and memory. 
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The Heart Rate Monitor 





The Heart Rate Monitor (Magenta 
Electronics) 


This little black box allowed you to monitor your heart rate, 
as the name suggests, on your Spectrum! 


This device can't have sold many units and I had never seen 
one in the wild, that was until someone contacted the show 
and asked if I would like to borrow one for review. 


The Heart Rate monitor was manufactured by Magenta 
Electronics and first appeared in magazines around mid to 
late 1983. It was advertised as something to aid health and 


fitness, and something that was safe, reliable and easy to use. 


Reading the advert it looked amazingly like those fitness 
apps you can get on mobile phones. The ones that read your 
heart rate, calculate steps and other stuff. But this was in 
1983, on a Spectrum. 


The unit itself is unremarkable when you see it. Measuring 
12cm by 8cm and 3cm deep, it has a single 3.5mm audio 
socket on one side and two small blobs on the top. It came 
supplied with a tape containing four programs, two for 16k 
machines, the other two for 48k machines. Alongside this 
standard C12 was an audio lead and an instruction sheet. 


The version advertised Is slightly different from the one! 
have though as the advertised version clearly states, it takes 
power from the Spectrum, with no need of batteries. The unit 
I have requires a PP3 battery and does not connect to the 
expansion port. 


After recovering all four programs (2 for 16k, 2 for 48k) it was 
time to set this thing up and see if it still worked. 


Before that I had to open the unit up to fit the battery and 
this gave me a good look inside. I am not technical, so have 
no idea what the components are, but it was remarkably 
clean for its age. 


Connecting the audio 
lead from the ear 
socket of the 
Spectrum to the 
socket on the heart 
rate monitor produced 
random bleeps — this 
is to be expected 
according to the 
manual. To load the 
software the manual 
suggested you 








disconnect first. This I did and loaded the first program. 
According to the manual this gives you a digital readout of 
your heart rate. 


With the software loaded I was now getting a readout of my 
heart rate. I had been clambering around with lights and 
cameras (and was obviously nervous and excited), so it 
looked a bit high, and don't forget, this is a Spectrum and a 
35 year old piece of hardware. 


It was tricky getting your finger in the right position to get a 
steady reading. You had to adjust the position and then try 
to keep it still if you got a good steady beeping. The 
instructions claim you can get good readings from your 
middle finger, thumb, cheek or ear lobe. Not sure I would 
want to stick this on my ear though! 


Next I loaded the second program, an altogether more 
impressive piece of code, and something I had envisioned 
when I first heard of the Heart Rate Monitor. Setting a lower 
and upper limit first, you then set the beats to count per 
reading, the manual suggest 3, and the software then 
proceeds to draw a graph of your heart rate over time. This 
was really impressive. Here is my little 48K Spectrum 
monitoring my heart rate! 


Again, any slight change of position will cause the reading to 
Stray a little, or vanish or shoot off the top but overall it does 
what it says it does. For you technical out there, it takes 50Hz 
readings and adjusted accordingly giving a 1 in 300 
resolution which equates to an error rate of 0.33% if a good 
signal is obtained. 


I can understand why this may not have sold well. Everyone 
knew the serious market was small, being dominated by 
word processors, sound or graphic programs. Take that to 
the next level with some hardware that only appeals to a tiny 
percentage of an already small market, and the sales must 
have been minimal. For one to survive in a working condition 
is miraculous, and to actually get to see one myself is an 
added bonus. 


Review in episode 90. 
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Arcade Software were not the best known software company, in fact even avid 
Spectrum users in the early 80's could have easily overlooked them. 


= ! _ 
“ees, a 


i at=\VaW is) c-m ale 4al-maaleysimm ©) xe) liom eo)an] oy-]ahVar-ai4al-1em olxele[ULel| ale me) al\vaml@mel-laal-om-laleme)al-mee)aale)|t-lile]anme)a(-me) i 
which is missing in action and one that never got released. 





Their adverts may be familiar, but the games were a mystery, at least to me. With a bit of digging around % 
I managed to get all of their available games from three different places so I can finally see what the 
company were selling. It will also give me a good opportunity to play some games. 


Here then are then are the games of Arcade Software and the covers do look different from most other -_* 
games being sold at the time. Ocean Software went for bright, cartoony-like covers, mainly created by — "ae 
the brilliant Bob Wakelin, Quicksilva opted for fantastic sci-fi art work and DK Tronics, well, did their own \, 
) distinctive thing. And then there was Arcade Software with their mix of subjects and styles that somehow - -* 
Been i154 -Te ine a\-Wer-lanl-s-yml O10] mmaat-lar-le[-1e mom a-lant-llamel ee) alal-at-remice)anm-t- (ea melia(-16 re 


Trying to pin down the order in which the games were released was troublesome, so I can only go for the 
first dates they appeared in magazines as a guide. 





alUTat—am bots hoya Glace \elam-lalem melaicere)a 
oo} an} e)iriareyal 


These two games seem to have been released together 
and not separately, which is unusual, but once we play 
them we can see they were not good enough for that. 


(CT alo Ulam (ele) «om IL. <-mr- im olele) am or-\elpat-]amel(elal-m oluimsal-mer-laal=) 
olEWamaaleceamelnc-1c-Ja1 em Cole miH1| Mal-)\-mvomel(=1-]amial- We [ol iy 
lo}UhaavcelU medal Nm al-\V{-m Aol <-\\m Ke meo)aiice) mVelU| mer: lemme) mClale! 
Runner. These keys move your red car inward towards 
the centre of the track or outward. 


You can only do this at the holes in the maze though 
Taleo) o)Vlelec\vanvcelemarc\Ucmnon- Nelle tal-melar-\lale Ker] m 


The graphics are character based and the sound isn't 
too bad for an early game, with some nice machine 
code effects for various aspects of the game. 


il at-mer-]aal-micme [OllKom o)t-\V/-]0)(-me)ale-m ele mel-1milalcemimmuayiale 
ike} a nal=mavel] mu aale)'{-\mXo ma at-] mycoleme(olammalimaal-meldal-] merle 


that seems to randomly switch lanes. 


Interestingly the author, Bruce Rutherford, was unhappy 


with a review of this compilation and wrote back to 
Home Computing Weekly, putting the reviewer straight 
on a few things. The reviewer however responded, 
feXey[ahdiare elena sal-mil-\ SM am ualomer-laal-e 


The reviewer thought Grid Run required very little skill 
to play, I'm not sure how I stand on that as you do you 
aT NVcmnKoMM at-\Yi-me [olelem ainaliavepm-linalelelelame)indiaremelaaliare 
against randomly moving objects is not really skillful. 
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=o) ahcolelamiyar- mae] 0 nV [010] (6M =).4 0\-1el Wm OF-X-1e ela mdal-mer-]ae Mel-laa(-me) i 
the same name. The music is terrible and sets the scene for 
Tare [Ulli \yank=1eale)-mer-] paloma Balomer-]celcm-le-m al ULe(-m-lalemualomel-lan 
play is a bit dull. 


ii at=mecoyan) ol0ix-)ael-t-] mince) iamar-laremsal-1m ele m@-]amx-1-m-]alemaal-lal 
shows you yours. You can then stick or twist and the winner is 
the one who gets closest to 21. 


A a=mscel0 [ale Mist =yats) (Om ol-\-] 0ss- [ale vos ol-m ale) al=s) mi Nal-1e-m Malem C-r-] 
excitement at all. 


Raider of the Cursed Mine - June 1983 


This game, although not original, isn’t as bad as the title may 
have you believe. First the story; you are, as the title suggests, 
a raider of mines. Heading off into the great unknown in 
search of diamonds. However, one mine you enter is 
inhabited by evil spirits, and they are not happy with you 
stealing their jewels. 


The mine is displayed on screen as seven horizontal tunnels 
with three lifts, one at each side and a central one. Some 
tunnels are blocked by spider webs and so you have to 

ate W Vile f-)tomr-]elU] ale mdal-sy-mcome|e-lomnal-melt-]pale)alels 


The evil spirits have many ways in which to kill you. Some 
throw rocks at you, a ghost pops up, moves about and then 
vanishes randomly, and then there are the bats. These just 
take away points, but the others will kill you. If you walk into 
a web, you will be trapped and a spider will arrive to kill you 
anyway. 


Using the lifts you have to carefully navigate around and 
(oo) | (=o ar-] | dal =melt-lanlelale\syar- ale ma al=m <-avancom tal cmer-laal-m cm el-d(-ale~ 
and timing. While in the lifts nothing can kill you but your 
loXe)alecma=re [Ue -\-¥m oLU) mn Nal-) mcm ol-1n-] mu nat-]amel-t-14a mm Cole moval lyme [-1me) al 
life too, so you have to be extra careful. 


Al at=me]e-)e)al(ocm-la-m-ian(ele)dal olelmiaat-]im-lale mare] MuV-)|me(=1ilal-re nm olUlt 
they do the job. They look like pre-shifted characters too, but 
idat-lme (ol-\-1am mre (=14e- (em colomanle (el aman al-mcvolelalem-lale melange) m-la-) 
(ofeole Mi olU) mro)nal=14aal-\smaal-mere) alice) im t-laam(-t-alale mele m pare) dlelal(=1333 
and open to attack, which can be very frustrating. 


(@N/=1e-1] Male) ar-lu of-(o me |-lan(-yar-lale me) al-w me [U]IK-m 1a} (e)\i-10 B 
The Detective - October 1983 


AM alisme fe laalom ant-l.<=smalemcx-1aiom olU)mndal-1am-lel-l] ami mielele) (elammmal=i-r6) 
1 Kova Mal - m1 K0)aVa exe) gal-14 a] [ale meme (OMNI 4al- Me(-1\-(el\\(-maaviale mine) 
track down the mob and break into their safe. However, as 
you can see it's a shoot-em-up. 


This is supposed to represent Dagger Alley and you have to 
get through it, however, for a 40’s gangster plot it sure looks 
like a space shooter to me. 
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The game very much reminds me of Arcadia from Imagine software. Each 
level has a different set of aliens moving in different patterns. There is 
also this centipede-like thing that can't be destroyed and a dog that 
chases you off the screen! 


The inlay states that if you make it to the final level, you get to have 10 
guesses at the safe combination. Needless to say, I never made it that 
far. 


It's not a bad shooter, the action is fast and the graphics are 1983 
standard. There are some good sound effects too. It’s certainly a 

(ol a¥-]1 (=a fe [=mkem ©) f-\var- ale mZel0 elem lal mKem <-1-] ome le) [ale muomx-1-mVal-lmmual-mal-y4s 
level is like. As the level gets to an end, the last few aliens speed up 
fnat-).4]atemaat-Jaqmat-lce(-Jencomalie 


ii at-mantey’-vani-)alemeyin val aat-liameal-le-(elk-lemr-]ivalele(e) allan leloldarmr-] hw cm-lale Mains) 
pixels, so the position is always fixed. This means your shots have to be 8 
pixels offset. In other words you can't shoot an alien directly below, you 
have to be 8 pixels left or right, very odd and annoying. 


Last Sunset for Lattica - October 1983 


(aa dalisme|-laa\em ole mar-\U-mcom late -]alemel-i0kX-m- ls ofelan|omalie(e(-lamiam-mae)anle) (=>. 
maze. Oh dear, this is a very bad Berzerk clone. The walls are deadly too 
and the movement Is very quick so it’s difficult not to keep bumping into 
the walls. 


The sound is OK but everything else is a bit awkward. There are far too 
many enemies about shooting at you, and this means it isn’t long before 
NolU meme [-1-[eR 


Si(o)nViTale Mm valialersmelonuiam-laremare)mele)ialemiamilaiarem-lm-ac-1avanallale m-lalemual-mel-laat= 
does get a little better but there are places where the rooms don’t match 
Glob] ale nyo] 0m-]c-m ofe]0] ale-1e lm of-\ol @ivo mm nalom o)a-nV/ [00 me) al=e 


I did find a key at one point but never found a use for it! 


bColU mr] kor] cole] Moy lati lalme(-r-1nam\\/ale]ce)aal-mmGl-1ai [ale male) Mm e)’ar-lal-1I(-10F 
you are resurrected at the same point and get shot again, very 
frustrating. 


A simple game that could have been much better but it's far too 
frustrating to enjoy. 


3101 6)6) (=m ge)0) 6) (-mem bolor-s 


Here we have a simple yet enjoyable maze game where you play a 
burglar out to steal as much as you can. You can select the difficulty and 
starting maze and then the game begins. The maze is easy to navigate, 
but some of the colour schemes used make your eyes bleed. 


A single chasing bubble wanders about with no real intelligence at all 
Taremvcele mina] e)\mar-hUcmcom-\.el(emim-laleme]e-]omnal-merelere|(-1m @)ale-mual-yVm ale home] 
gone, you can grab some bonus points while waiting for the timer to run 
out. Once it runs out, a new maze is drawn and It all starts again. 


Movement is smooth, but the sprites are a bit dull. Luckily control is 
good meaning you don't get caught easily. Sound is basic, with a few 
dU] al=sow- ale M<) oe) m=) ai-Lencym oLU] maloldaliale muar-lmvolelarel-w-laNavalialemelual-lamiar-la 
basic BEEPS. 


Once you complete a few mazes there is no change in game-play so you 
can either try a harder difficulty, or give up and play something else. 
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ARCADE SOFTWARE 


The Prize - June 1984 


Ai alicwe[-lanl-me-lanl-m\dieale-Mielim ef-le(-m-leh-lamell-llanliale mele maelel omnia 
pho) 0010 eo) im 0) dy4-m nate) al=\Vam ale)wi=\X-1em k=1-[e | [ale mual-mlaltNmdal-melgt-leli0) 
1d qU) 4a exe) pal-\olU) ol me) am -t- (ela eve) Ve) mual-Mel-laa(-mcve) (6 pu-40) om el0] (0m ol) 
set aside for the prize. This will keep being added to until £5000 
is reached. If it doesn’t get that high, then the prize will be 
however much has been reached. That means to make the 
£5000 prize, they would have had to have sold 25,000 copies. 


iM at=\ {=e al=t-] ce eyme-]a\Vcolar-m-Leldl-lI NAW ilelaliare Mm dalcm olay4-mmelaliL<-melual-is 
games that offered something. 


Anyway, to the game and here you enter a maze, find the inner 
chamber, find its secret and win. This is just like Last Sunset at 
Laticca. The maze looks the same, only instead of a man 

aU lalaliarem-lexelenm\cele mere)alace)m- my ey-(e-1-Ja)] ome muallal qual cmicerla 
updated version, there are some different elements like moving 
walls, where the instant death syndrome gets you! 


There are fewer enemies about, which is good and it plays at a 
more leisurely pace. Some screens are easy to get through, 
others, especially the ones with moving walls, aren't. 


Control is good and the ship responds well. Sometimes you 
come across an energy base where you can get a shield to 
protect you. I also found a room with a mysterious box in it but 
faXoddaliateMat-] 6) el-Jal-romwzal-1am mee) ii (el-te mi idam ie 


I} «= ell ale m-lalelaat-1are) e)(-relas Mualial @\c-\-mr- aero (=m olole Mm Coll Mm ar-\-) 
to collect these in numerical order. This one was ‘2’ so obviously 
fate) @n 4al-mile-imme) al-ram\ Co) ar- lm of-(oMel-]nal-me)ae-melUme(-) malcom ia-lale 
master the moving walls but it’s still a pain when you get repeat 
instant deaths. 


Incidentally. The game was still being advertised in August 
1985... so the prize had still not been claimed. 


Therbo - December 1984 


Now this game has me completely baffled. I have read the 
convoluted instructions, played a few games and still have no 
Te[=- lay at- 1a r-]aa mere) ah ace) [fale pmo) ami iar-] ms M-]aa mie] 0) ele)\-le ma Kole [oy 
Sometimes things respond to my control, sometimes they 
don't. Sometimes a goal is scored but I don’t know how or 
why, and sometimes things just explode. Sometimes I get 
control of the Therbo, whatever that is, but then have no idea 
Wiatclmke ke CoMVidali 


It’s alla mess and not very clear, and as such I didn't enjoy 
playing it at all. My first game I apparently won five nil! 


ii at=me]a-)e)al(ocm-la-male)abre(=Xe1g| oem valle) @e)al-mcw- Mi r-lal @e)melaal= 
“dTale m= late MW ial=Jalarcelemeelaiige) Mim\{olemer- lam slololem ol0im Melee im dale) iy 
what at. Sound is a mixture of basic BEEPs and machine codes 
effects but at the end of the day it’s all an unplayable mess. 
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The Zone 


As 1984 came to an end, a new game was advertised called The 
Zone. The company claimed it could take years to complete this 
adventure game and that it would have full screen hi-resolution 
Ta at-le [=m lare = net =m eler-] 010] (-1aVe 


Micro Adventurer stated: “The game would be loaded in four parts 
and will adapt the puzzles you face based on how well you solved 
earlier ones.” That all sounds pretty impressive stuff for a Soectrum. 


Whatever the game was like, we will probably never see it as it 
wasn't released, or at least there are no reviews of it anywhere. 


Raiders of the Lost Ring 


All fell silent for Arcade Software 





new game was sent to magazines for 
review, the follow up to Raiderof 
the Cursed Mine, called Raiders of 
the Lost Ring. 


The magazines were not impressed 
with it, Crash claiming.. “it was just 
another Jet Set Willy rip off with 
Walia) eliaiate me] e-] eal(acee 


Ni at=wcxel a =\-)0 es alee (0) ama lele) aineye) 
impressive either. 


This game is also missing in action, 
but it seems to have been 

completed and reviewed in several 
places along with the inlay being shown. Where could it be now? 


ai atsm sare 


And that was the last thing we heard about Arcade Software. No 
aatela=mel-lant=-melmmaat-iandce)a\mlamaat-ler-V4]al-cym ale al-ucmiKela (=m ale) 
bankruptcy details. It seems they slipped away quietly into 
obscurity. 


The games they left behind, like so many small software houses of 
the time, are a mixture of below average, simple arcade games and 
mediocre maze games. 


They aimed big with The Prize, offering some incentive for people 
to buy it, but in fact it was never won and that the small print meant 
the actual amount would be far less, may have gone against them. 


Ai at=\aue) corel U(e-tom alolsaliare meleia-ar-lale||alepm-lacemarelualialeMellir-lc-aimcem-l|maat= 
other companies out there. 


Maybe this is why they vanished quietly. At least we have most of 
the games and of course, those impressive inlays. 
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The Sinclair ZX Spectrum Next was a massive success on Kickstarter and the second run smashed 
through the £1m barrier in days. Anyone who owns the machine knows it's a fantastic computer, and 
anyone who has backed the new campaign will be in for a real treat. If you didn't manage to get one, 
you can still experience the machine via emulation. Here’s how. 


If you want to experience the Spectrum Next for yourself, there is an emulator that will allow you to do this, but like all 
emulators, you don't get to ‘feel’ the machine but do see its capabilities. 


#Cspect is a very capable emulator, but is tricky to setup. If you follow these guidelines, you should have your Spectrum Next 
emulator running smoothly and be enjoying some of the free games available. 


First you will need to download a few things, and these are all listed at the top of the opposite page. 




















Step 1: Getting the files. 3xAY Step 2: Installing. 
Beast 
dil_sre 
Create a folder on you computer. It can be DMA Run the oalinst.exe to install the required sound 
anywhere and be called anything, but for a drivers. 
this example, we are going to name it LowResDemo 
SpecNext. i Run the OFSmount.exe to install OFSmount. 
‘| ay8912.dll 
Extract all the files and folders from the 7 ee Rename the SD card file to cspect.img 
#Cspect zip file, into this folder (see right) [El CSpect.exe 
=] CSpectReadme.txt 
; ; ®] i2C_Sample.dil 
Next extract the SD card image into the a hele nein 





same folder (SpecNext). []mod_player.bat 
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P mod_player.nex 
play 


Now extract the oalinst.exe from the _] NXtel.nex 


: ; : : [a] OpenTK.dll 
Oalinst.zip file into the same folder. 2 OpenK dll.config 


[&) parallax.bat 
i parallax.nex 
2] Plugin.dll 
z) ReadMe.txt 
(| snasm.exe 
i=) SNASM. rtf 








You are now nearly ready to start using the 
emulator, but first we need some ROMs and to 
create a small batch file to configure and run it. 


#Cspect - Spectrum Next emulator 
http://cspect.org 


OpenAL (for sound) 
alan eX /AWANANVA®) 0L-1at-] Rolge /Aele\Zalrey-[els 
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CFT eae 
https://www.spectrumnextgames.uk 
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Step 3: The ROMS 


a 
Before we can run the emulator, we need to copy two ROM files from the 


: : <> Mount Virtual Disk 
SD card image into the SpecNext folder. wil 


Step 4 of 4 


What additional mount options do you want to set? 
Run OFSmount. 


Mount as removable media 


Select MOUNT NEW and select the Cspect.img file. Click Next. CiReadory crive ite mode: = 
Use existing write cache files (.osfdelta] 
Select the partition and click Next. Drive emulation: Logical Drive Emulation v 
Drive type: Auto v 
Select Mount as removable media, untick Read Only. Click Mount. Drive letter Auto v 


Mouse over an item for more information. 


A new virtual drive should now be visible in Windows Explorer. You can 
view the contents just like you do with USB drives. 


Back Mount 

Copy the two files below to the SpecNext folder. 
enNextZX.rom and enNxtmmc.rom 
Back to OFSmount. Select the virtual drive and click Dismount. 

Cspect.bat 
Step 4: The batch file 

CSpect.exe 

Now create a new text file in the SoecNext folder called Cspect.bat | cspectimg 
The name isn’t important, but for this example we will leave it as that. [=| CSpectReadme.txt 


Ee] enNext?X.rom 


Ea enNxtmme.rom 
Cspect -nextrom -tv -mmc=cspect.img [Sy i2C_Sample.dll 


Edit this file and add the following line: 


Save the file. 


You should now have a list of files like the one to the right. 
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Step 5: Running the emulator 


To run the Spectrum Next emulator, just double click the 
Cspect.bat file you created and you should see the 
Spectrum Next welcome screen. 


#Cspect has many settings you can use during this launch 
procedure within the batch file including speed, screen size 
and joystick. 


The -tv option I used disables scanlines and is my preferred 
way to use the emulator. All of the options are to be found 
in the ReadMe.txt file in the SoecNext folder. 


To explore the Next, press SPACE and then ENTER to load 
the file browser. Here you can view the contents of the SD 
card file, and depending on which one you downloaded, 
you can play a few games or watch some demos. 


Step 6: Adding new games 
Now the tricky part, adding new games to the SD card file. 


First, download the game you want to play. This will 
typically be in a ZIP file. Extract the contents to your hard 
drive. Usually all games come in their own named folder, 
keep this structure. 


Using OFSmount again, mount the SD card image as 
removable media. 


Now drag the game folder into the GAMES/NEXT folder of 
the SD card image using Windows Explorer. 


Dismount the image and re-run the emulator. The game 
should now be visible within the browser to select and run. 
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Welcome to Next2so3! 


Next2k05 is an evolution of the system software 
present on the Sinclair 2% Spectrum 43K. 126K. +2 
and #3 computers. 


It has many new Features to take advantage of the 
Capabilities of the 2k Spectrum Next. 


The ment Few screens describe some of the available 
Features. 


For FULL documentation. please read the manual 
Provided With your Next. and the additional 

ot nde gal in the “docs” directory on this 5D 
Card. 


PLease Wistit this webpage to get the Latest System 
Updates and additional software For your Next: 
https: / fi. Specnext. com/Latestdistro; 


Welcome to Nex 





Press: ENTER=Next page  P=Previous page 
SPACE=Start Next2kos D=Disable wel come 





C: # GAMES! NEST? 

. <DIR> 
ot <DIR> 
ANICYBL oaters <DIR> 
basnake <DIR> 
Halls of The Things <DIR> 
LordsOFMi dni ght <DIR> 
NextBASIC Invaders <DIR> 
NEXTipede <DIR> 
Nex toid <DIR> 
Ni ght-Knight <DIR> 
orb <DIR> 
Pogie <DIR> 
Revival Survival <DIR> 
Santa’s Pressieé <DIR> 
THEH <DIR> 
Warhawk, <DIR> 
Ri tesunteam <DIR> 
Del tasStar <DIR> 


Dungeonette 
EE 
iFoWwser 


Cursor keys & ENTER, BREAK=enit. EDIT=up cefiiMount 
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Now you have your emulator set up, here are a few free games to try. 


Warhawk - demo 





Vivant 


This excellent shooter 
comes as part of the SD 
image and Is definitely 
worth a blast. The superb 
music of the original C64 
release is included, and the 


If adventures are your 
thing, there's no better 
collection than the re- 
mastered Magnetic Scrolls 
games. Here you can play 
The Pawn, Guild of Thieves 
and Jinxter and bask in the 
brilliant graphics and 
engrossing game play. 


RAMS (Real Arcade Machines) 





Scramble 





This wonderful set of 


| games takes you back to 
the 80's arcades with 


versions of some classics. 
You can play Galaxian, 
Donkey Kong and Pacman, 
ct a with more planned. 


LUP 
2UP 


If 80s arcade games are your 
thing, then this version of 
Scramble is superb. Arcade quality 
implementation and great to play. 


gameplay is fast and frantic. 











Lords Of Midnight 


Now expLorne the epic worRLd of 


THE LORDS OF MIDNIGHT This games comes 


on the SD image 
and updates the 
original Spectrum 
version. 


Next Shift 


Here we have a 
very colourful 
puzzle/action 
game based on the 
creation of the 
Spectrum Next. 


Curse of Rabenstein 


An excellent 
graphic adventure 
with atmospheric 
descriptions and 
challenging 
puzzles. 


End Note 


The Spectrum Next games scene is very active with new 
games being written and released on a regular basis. 
Some are free of charge, others ask a small donation to 
help the authors keep going. 


There are also many physical games you can get, 
released in cases on SD card for the real hardware. 
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Domark — 1986 


mle lalalate mel-lanl=cmelamaal-ms) ol-celnaU|palt-1a~ 
V/-Tat-xem-1alem ola diUlm-lareme-lale[-micelaamelelolam 2 
boxing games with blocky graphics to 
the brilliant Exploding Fist where karate 
is the art of choice. Games involving 
weapons are also varied, with guns, 
whips, barrels and swords being popular. 
The most familiar game, Barbarian was 
V=1 ava oe) oL01(-Tar- ale ml o)xe)\-10 i- lm all ear lave mxe) 
(Ci ETelt-ine)mnce)i (eli smelamiaelanmualicu-laremuatsis L* 
to improve things. 


(CIE Tol T-)wo)mrelol-m-> col-]are Mm ual-mel-lala-m-lm [iad(-m o)Var-]i(e\Wilalemaal-m\-1 (red (e]a ke) i 
weapons and armour before each fight. This gives you the chance to try 
out daggers, knives, axes, tridents and swords. Each type has it own 
benefits but from reading the hints, the longer weapons seems to be 
better. 


Once into the game we get a nice backdrop complete with 3D-like 
scenery and a crowd, randomly shouting things by means of text. The two 
life] alX=)asm-] ©) eX-r- ere) 6) efe)s11C-m-t-( eae) Nal-lame-lenaiqre mW iia dal-m-1-] ole) ame) me slel(a-) 
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Tare mel=¥iz]a@-sear-] | oX-1a(e) ea al-\em o\var-ee)anle)ial-lie)ameymance-lanl-lalar-lale mila: 

button. 
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weapons and attack from Mel i- ale elUmJalelel(emm ot) able to win the first fy aN The 
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responsive and it certainly is a challenge. che i a 
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changes. Most of these are as detailed as the first, however, there is one in £% 
a graveyard that looks pretty poor. 


y 


& 


As each fight is won you move to the next one and the background 


i 
‘ 


(ONV/<Te-] | -Wmefeletem-]4k-100] olancon an] econ {-maal-mile]aiiiare mel-lalcome [late m-melalel(a- me) 
weapons and different backgrounds. It has decent playability but I think 
the sheer number of moves available would be mostly ignored and just 


the basic lunges used. 





However you play it, I think you would enjoy the first few fights before it 
becomes repetitive. 


LRANS 


Ai alicm=s-laNvae[-laal-micer- dina o)(=e (ele le [-m-lale mae) |[-teit 
space affair, and has been re-written recently and 
folUjmrelU] mUrate (1am Nal-mal-]aa(-me)mst-cel Xe) eam Ralcmaalolelel amis 
the original version, written when games were 
not as sophisticated, 16k was enough and 
programmers were only just starting to get to 
grips with what the Spectrum could do. 


bole moo) al ine) mr-Ie-al] OM sat- 1am at-\mcoM-1a1¢-] mm al-mer-|(-[elle 
(Talo Rr-lale =) |lanliat-ix-mual-Walll-J0 mele sem Kome onal icmycele) 
just have to move over them. However, patrolling 
the grid are guardians and these will fire at you if 
they are in you line of sight. This means they are 
fe}g=re|{ei-] 6) (=H olU mia] Na(@. 4VmKom-\ ellen 


The graphics are simple and move in character 
Squares and the control can sometimes be a little 
sticky but it’s a fun game to play and by no 
means easy. 


Sound is limit to a few blips, and zap, but they 
work well. 


Each level has a different layout of pods, so 
1d alate [cme (eel at-lale (=m <-1-) eae mual-meval-li(-Jale[-mele)ialep 
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Ocean — 1984 
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The only let-down for me was when you die and 
all the pods you previously removed are put 
back, so you are starting all over again. This can 


get very frustrating. 


Nal(et=mlida(ome[-laa(omeal-Jamcvare)) diate miecw-lel-- Mm o)iem ele] 
Wieladal-lel0 |e areley 


For a better experience, try Sector. 
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In the early 80s, the industry was young and bedroom coders toiled away for weeks producing what 
they hoped would be the game to make them millionaires. Fuelled by press reports of high-earning 
programmers, the last thing on their mind were adverts and promotion. That was something the larger 
companies did, and their first attempt would probably be a small text only advert hidden away 
amongst the many others in the back pages of computer magazines. 


As the competition grew, so did the need to make more of an effort to get your game noticed. There are many examples of 
badly drawn adverts and game inlays to be found in the archives, but there are some truly terrible attempts much later in the 
years that followed. 


Some are just badly drawn, others, like the one used to illustrate this piece, don’t really make sense. The half-man half-robot is 
from a game called Extreme released in 1991. The artwork is great but you would have to question the design. No armour at all 
on the human element, which would be an easy target for enemies. Yes, I know it's just art to illustrate a game, but sometimes 
these things get under your skin. 


Let’s now jump back to those badly 
drawn adverts and take a look at the 
full page colour advert for Blood ‘N 
Guts released in 1986 (c64). There 
are so many things wrong with this 
so it’s difficult to know where to 
start. The cat seems to be scared by 
what is under the man’s loin cloth. 
The heads are disproportionate to 
the bodies and the axe is being held 
the wrong way. The grave stone has 
a frilly bottom and the cup seems to 
be full of ice cream. This is one of 
those pictures you can stare at and 
see more things over time. 





Hysteria, released in 1987 evokes different feelings. The expression on 
the character's face is not that of anger or pain, so it leaves the viewer 
confused as to the game's content. What is his other hand doing and 
why are there giant hands about to grab him? 


— i ae — - ¢ 
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Times Of Lore released in 1989 is a bit of a worrying image. 
The hero seems to have sat on an ant's nest judging by the 
strange bumps on his lower regions. The expression on the 
beast’s face does not look dangerous and maybe the animal is 
worried about the ant bites. 


Heroquest has a mixed up image that doesn’t really explain what the 
game Is about. There is a man with a helmet with one horn that has ma 
mutated into a serpent. Half of a woman's body also seems to have been == 
glued onto the helmet too. It is no wonder he’s looking a bit bemused : 
by the whole thing. This game was never released for the Spectrum, so 
maybe they had a rethink after seeing the advert. 


‘et ey m BOTs 
be We Sm ||I BRA gees 
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Bad adverts were not just limited to the Spectrum, as we saw from Blood ‘n 
‘Guts. Crypt of the Dragon was advertised in 1984. The dragon would never 
get off the ground with those wings and that magic spell looks rubbish. What 
is that thing coming out of the door too? The game seems not have been 
released. Maybe another victim of poor artwork. 


ANIROG 
SOFTWARE 


COMPUTER GAMES OF TOMORROW 


AVAILABLE 
NOW! KRAZY 





The Vic20 did not escape either, take Krazy Kong as an example. 
There seems to be a sailor with a big nose hitting the giant ape 

in the stomach. The ape has sticking plasters on his nipples and 

the woman seems totally disinterested in the whole thing. 
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The evil Dr Game has set out on a mission to 
steal all of the classic video games from the 
world and keep them locked in his castle for 
only himself to enjoy. Every cabinet, every 
motherboard and every ROM has started to 
vanish from the world as he slowly gathers his 
(oo) | [=e ilol ama vole [-14al-1e 


Gamers are angry and have sent you to the 
castle to get them back, so humanity can once 
again enjoy these classics. 


That is the story behind the game and as we 
Shall see, the arcade games play an important 
role. The game was written using a modified 
Arcade Games Designer engine call AGDx Mini. 
This allows games to be written that use 8 x 8 
pixel sprites instead of the larger 16 x 16 used 
in the normal AGD. This presents challenges 
and also expands the options, for example you 
can have so many more sprites on screen at 
once with AGDx Mini. 


ii at-Wel-lan\-micm- i'l aler-]eem e)t-1aie)sanm=>¢e)le)e-lulele 
game where keys need to be found that open 
doors to new areas. There are the usual host of 
enemy sprites to avoid ranging from fire pits to 
bats and snakes. There are ladders to climb 
and screens to navigate, and even some secret 
elo) pasmcomilaler 


Ai at-mant-llameliiizle-)ale-mdalelelolamece/ant-cmlamualomielaan 
of the game screens. Some rooms of the castle 
have been made to mimic real arcade games 
and although there is no playing involved, it 
aelu] (eM o) alate Mm ol-\ol arxo)nal-males-1r-](e)l- mie) mual=s\> 
games as well as provide a challenge in trying 
komo (=1mdalcole(e]amaal-)aanm me) m=) Clan) e)(-m lamual=) 
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avoiding the barrels. 


Sound is limited to short blips produced by the 
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DR GAVE 


LIFE: 49 


KEY: 
a 


Ta 


LEFE: 49 


KEW: 
SAVER :06 


Ta 


LEFE: 56 


KEY: 
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AGDx BEEP engine and control is simple with four 
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sare tag hay hng! 
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LIFE: 46 


Your health reduces if you come into contact with 
any of the enemy sprites but if you are lucky you 
may find a secret room with a health boost. 


Exploration is the key to this game and even 
knowing the full route, it takes about twenty 
minutes to complete, so this will give you a nice Bae 
challenge. 7. Fone 


' a |: pe a 
ya 


SA¥ER: 1 


The graphics are small, as mentioned before, but 
Tele m-e-]ar-]iamenl-leanmcomsal-mel-lan(-mmlMal-] om me) an) 
nice scenery as you move around with very 
distinctive differences. Making a map is important 
if you want to complete this game. That or having 
a very good memory. 





If this is your style of game, give It a try and see if 
you can save the games from the evil Dr Game. 








ld 


COMPUTING 





ZXDB DATABASE 
POWERED SOFTWARE 
SEARCH 


CLASSIC GAMES, 
HARDWARE, MAPS AND 
MAGAZINE REFERENCES 





UPDATED WITH 
CURRENT SOFTWARE 
RELEASES 
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KEMPSTON PRO 
JOYSTICK INTERFACE 





When Sinclair released its Interface Two, there were 
several flaws in the design. It could only use 16K 
cartridges and it was only compatible with Sinclair's 
own joystick format. Other manufacturers thought 


they could improve on this. 


The 16K Limit is tricky to get around because of the way Interestingly, the manual notes that the interface can be 

the interface swaps out the Spectrum's own 16K ROM for used to play ROM games from Sinclair, and “now Parker 

the one on the cartridge. This is why games load instantly. Brothers”. This never came to completion though as 
Parker pulled out of the games market without releasing 

The joystick port problem though was much easier to fix. any ROM games. Their prototype ROMS, in the form of 

RAM released their own version supporting 3 joystick digital images, can be downloaded though, and used in 

standards and Kempston answered by releasing their emulators. 

Kempston Pro Joystick Interface, supporting four 

standards and having three ports. Some websites are offering EPROMS with the games on 
for use within interfaces such as Sinclair's Interface 2 and 

The Kempston interface, costing £19.95 when new, was a of course the Kempston Pro Interface. 

simple device, as was the concept of the ROM project 

anyway. When plugged in, the ROM was switched and the Of the three (we'll ignore the AGD one as no one seems to 

game on the cartridge was instantly available. You could have ever seen one!) interfaces, the Kempston offers the 

use the keyboard or one of the four joystick modes; most options and is only missing a reset button provided 

Kempston, Cursor, 6-0 key emulation and 1-5 (Sinclair) by RAM. It’s smaller than the RAM too, making this the 

emulation. ROM interface of choice. 

The interface itself was a sleek looking thing and looked On a side note, the 16k limit has been beaten now via use 

neat when plugged in. The Kempston logo was embossed of clever paging, and Is part of several new interfaces. 


on the top and the joystick ports were easily accessible. 
The ROM slot did not have a cover like the Sinclair version 
SO was easy to use but prone to collecting dirt. 
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Refreshing the old into t 


FACEPLATES 


MEMBRANES 


48k+ & 128K toastrack 
£15.88 


16k & 48K 
£/.48 





V-DRIVE 


Microdrive replacement 
Emulates up to 8 ZX Microdrives 
Uses SD card as storage 


S-Video card 
Replaces the modulator 


Provides S-Video output. 
Fits into original ZX Microdrive case 


Interface 1 needed 





£check 
Prices correct at time of publishing 
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Firebird — 1986 





After playing, or rather trying to play this game, I 
have reached the conclusion that I hate it. But let 
fave)em a at- ime (-1k-) ani ae)pamdalcme-\V[-\\A 


bole ©) f-hyms) oll 4Veur- Mar-re (e [=a (ele maat-|mcm o)e-)el-]alare miele 
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‘ on It's a platform game like so many others at the time, 
ie pti ay Hs . ihe. 7 tg hig. Pat 7 4°, but to be honest it looks really nice. Upon starting 





though, despite the nice looking sprites, it is almost 
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Eventually I got lucky though and could explore some more rooms. 





impossible to get past the first screen. It's 
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perfect, and I mean, absolutely perfect. 





Harold moves well but the jump is a little odd and is something you have to get used to. He pauses for about half a second 
Wali tomdal=melcele(eal-laliaat-]4(elamaeraicm-lalemdal-lam alow 0laa] osm D/Iii (Ol imcome[-1mmolelamdiaalialemnvivamaalicw-l elem imicm o)ge)ey-]e)\ymeal-manl-J(elm SiU(- Smaart 
causes frustration. Moving around it's a case of working out the enemy patterns and then navigating the rooms to avoid them. 
Not as easy as it sounds and it can be frustrating as the jumps have to be so precise in every room. 


The graphics are nice, as mentioned before, with some nice textured backgrounds and decent sprites. Harold himself does flicker 
-Me}immaalolele]anm oleiaicml-]ce(-m-lalem (ole) cmaal-m e-em 


As you move around you will find things to eat. Sometimes it's food, sometimes it has strange effects like reversing the controls, 
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the enemy sprites makes this one of the most frustrating games I have played in a long time. 


There are places that you know you have to get through but just can't because of the room layout. Most of these times you also 
don't have an alternative route so you just lose life after life until the game ends. The game could have been so much better had 
it been a little easier, with more space to jump and less restrictive collision detection. 


Sound is terrible. An ear grating version of Flight of the Bumble a 
BXoromm olf NAM al celele]alelUim-laleMimel al -\m\elUmele-V4Vam moele](elammmilatem-la\y Fy, 
way of turning it off either. 


Why was the game made so difficult? It just ruins what could have 
been a decent platformer but in the end you just end up wanting 


i wold alae) im imme lei are) mualsmliiarere) ia 


At least it only cost £1.99. But still, I would have felt robbed had I 
bought this, even at that price. 


This is certainly no sonic. 
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through how the game works and gives you a little 
demo. I am not aware of many games that have 
dal icw dlale Me) =>aue-Far-]ale mela] NaN [an(-MCr-1X-micelan 

OlUT(ol <I elalalem com anliare me imcmalle-maal-m ile mdlaa 
you see it, but for any other times after that you 
want to play the game, you have to start 
forwarding the tape to find where it starts. 


Onto the game itself then. 


bole meoyal ice) mr- lm anllal=] mn) alemar-l-mKemee)|(-re1mele) (6) 
nuggets. Yes, it’s as simple as that, but obviously 
there needs to be some danger and skill involved 
somewhere. The nuggets are marked on screen as 
a yellow rocks. However, they can also be other things, so it’s 
a random element thrown in to be aware of. 


When you run into them you will either be rewarded with 
some cash, a rock fall that fills the tunnel with solid rock, 
which you have to dig around or even worse, water that 
floods the tunnel. 


Digging uses up energy, so things like rock falls will mean 
N{olU MU are Mantele-M=1a1-15ehVar-]aleMYolUM a-\'{-m Kem <-1-] OM] a -\\(-me) ame 
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surface using the lift which is the only way out. You then 
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your cash. You can only carry 15 nuggets so it's advisable to 
head to the bank before that, and when you have a clear 
dU Ta} al=1mcome [om of-(e aro lo) w/a Far- [elem =)alelelelam=lal-1ce haem aat-L.<-m1m 


At first the game seems a bit dull but there are a lot of things 
to consider when playing. At least in this game there are no 
chasing enemies and how well you do is down to limiting 
your load and keeping an eye on your energy. Well, that and 
the randomness of course. 


The graphics are small and character-based and move in 8- 
pixel jumps, as most early 16k games did. 


Control is OK, but can sometimes feel unresponsive and the 
sound is standard beeps. 
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KEYBOARD 


DK'TRONICS 





There were a surprising number of replacement keyboards for the Spectrum over its 
lifetime. Sinclair released a keyboard upgrade for the old rubber-keyed models 
allowing owners to get the improved Plus style keyboard, and of course there were 


many third party offerings. 


Fuller Electronics offered a few models including the FDS and 
FD42, Nordic had a few, mainly from Fuller as they bought the 
company and sold their products, Saga had some really great 
ones including the Emperor and Crusader, and Stonechip 
produced a neat little replacement with built-in amplifier. The Lo- 
Profile was a favourite too and others included the Mancomp, 
Cheetah, LMT and Transform. Probably the most well known and 
purchased though must have been the DK'Tronics Keyboard. 


There were two versions of this keyboard. Version one had no 
space bar, the space bar was placed close to the SHIFT and 
ENTER keys like the original 48k model. Version two though, 
released around June 1984, introduced the space bar and this for 
me is the classic DK'Tronics keyboard and one that I have been 
looking forward to using. 


Late last year I managed to grab one at a good price that 
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seemed in good condition. On its arrival the keyboard was in 
great shape. However, the Spectrum inside it was not. I sent this 
off to Mutant Caterpillar for a full service and repair and it wasn't 
long before I had it back and was ready to install it into the 
keyboard. 





Some keyboards had you bolting the lower 
half of your Speccy underneath them but the 
DK'Tronics version was a full replacement. You 
extracted the motherboard from the original 
case and placed it onto the base of the DK 
unit, fixing it in place with a few screws. There 
is also space for Interface One if you wanted 
and there is even a special connector bar to 
use. 


Once screwed in, you connect the two ribbon 
cables to the keyboard, place the top half of 
the keyboard on top, a few more screws to 
secure it and you are ready to go. 


Brand new keyboards had blank keys and you 
had to place the stickers on yourself. This 
could be scary and I dread to think how many 
people got this wrong. I certainly did! I had to 
return mine (in 1984) to the shop and ended up getting a Lo- 
Profile instead. 


The unit is quite large, measuring 30.5cm by 24cm with a sloping 
face going from 7cm at the back to 4cm at the front. This 
provides a nice typing angle. The back case is styled with lines 
and recesses that give it a unique look. The keys are well made 
and really solid feeling, giving great feedback and make a great 
sound when in use. 


Around the back you get access to all the ports and you can see 
where the Interface One would have fitted. There is also room 
inside the keyboard for the power supply, but I opted to leave 
mine outside. 


In use, the unit feels really sturdy. The keys have decent travel, 
and you get a really positive experience. The space bar is a great 
addition, making typing so much easier, and because the stickers 
have the full legends on them, programming is simple. 


I love this keyboard. It looks fantastic, it sounds fantastic and 
works very well. It was such a pleasure just using it and you get 
more out of it if you use it for something other than games. 








Writing letters or 
typing out programs 
will give you the full 
benefit of solid keys 
and great action. 


If you bought this at 
the right time, you also 
got a nice compilation 
tape of four DK'Tronics 
games. Invaders (an early Space Invaders clone), Maziacs (the 
excellent maze explore game), Jumbly (a block shifting puzzle 
game) and Zig Zag (a 3D maze chase-em-up). 





If there is anything negative to say, I would say the angle of the 
back can sometimes makes it hard to push in interfaces. Anything 
that goes vertically straight up will not fit without some force 
being put on the edge connector. This case came with a Nidd 
Valley Extender bar, so I can use this if I need it, or a normal 56- 
way extender cable. 


Some users modified their cases, adding a power switch or reset 
button, some even added lights. I wanted a clean, untouched 
keyboard, and I'm really glad I waited for one to come 
along. 


An excellent unit then, it makes me want to just sit here 
typing. 





Version 1 - no spacebar 
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Climacus 2019 


Take Ultimate Play The Game's hit Atic Atac and re- 
write it in much the same style as Knight Lore, and 
you'll end up with Tika Taca. Climacus have 
produced an excellent version of the great game 
but because of the 3D, some elements are not the 
same. This does not distract from the game at all, 
and in some ways makes it very different, requiring 
a different approach to the puzzles. 







The idea is the same; collect the parts of the key to re, 
escape the castle. The castle consists of many floors + ~~. _ 
eTalom cete)an\sym=r-(e alm al-\Vdlale Me (ele) acmual- 1am e-lave(o)pal lyme) o\-18 : 
and close. Some doors require keys to get through - 
and these are colour-coded. Some rooms have trap 
(ofeXo) acm nal-)melce)eMeleme le) aiken me) (-1mm(-\218 


As with the original, you have to have the correct fed Ned 

(ofo) (0) 01 =Yo Me folo)an <-\ymcome|-1msalcelele]amaat-mst-laa(= ee ee et ee 

(oo) (o]0] x -1o me folo)a-ym olULam Ula) iL. <-mual-me)ale |i al-lm\Zel0mer-]a mela] \Vae- 108] 

three items at a time. When you bump into a new object to wea A 


collect it and have a full inventory, one will be dropped to 
make room for the new item. 


Players that know Atic Atac will think how would that 
mechanic work when you have monsters like Dracula to get 
past, well the answer is strategy. You have to be holding a 
certain item (just like the original) that will deter the monster, 
and this means having only two other items (usually keys) in 
N{olUL am eXe}1-1-1-s-J[0]a MesYOM O10 MVM alst-1e Kom dale)Wmial-Melal-cmiele) 
require to be able to proceed. 


The game gives you the choice of several characters and each 
has their own secret passage to be used. Running around is 
(ola=t-) amie la m-|ale ince) au aat-manle (eam -t-i)(-1msal-lamaal-me) ale llal-] MMV E-NAel= 
that is down to a limited number of sprites or even the size of 
sprites, but there does feel to be more room to manoeuvre. 


Sound is used really well and all the elements are here. Even 
the game map is the same as the original. 


Ai at=mel]e-) elalrecm-la-m o)all it-]aver-lale Mm aal-me)e){-\euecm at-)i-m ol-\-10mK-1eg-r-] K-16. 
really well and are instantly recognisable. Control is good and 


responsive, and I really enjoyed playing this. 


(CT=i adel icmare) allel alhaa=ree)anlaat-sare(=1ep 
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DIVMMC ENJOY PRO ZX-HD 


Autodetection of ZX Spectrum model Connect your ZX Spectrum to a HDMI TV 
Independent of clock signal No need to modify your ZX Spectrum! 
Two configurable joystick ports 64 colour ULAplus on your ZX Spectrum 
Two SD card sockets ZX Spectrum 128 video memory support 
Throughput edge connector Synchronous to ULA timing 

Very cool ‘toastrack looking’ case Throughput edge connector 


Compatible with the +3e ROMs 











TU 


eeeeeeeeeewmmm  fitsitt TEE 


a WB. e 


GI 8337 CDA PLELOEEE REEEEEE 


Y or any 2X Spectrum 


FEYITVITNTT TTT 


i 











ZX AY PEUSDEMMIE DIVMMC PRO Mini Lite 


External 3-channel interface Based on the PlusD All the features of the full 
For any ZX Spectrum Up to 80 track DS DD version minus the case, 
Crisp stereo sound Maxi capacity 800KB Joystick ports and dual SD 
No Mods to your Spectrum Snapshot functionality Slots. 

BEEPer throughput Integrated Kempston 





SPECTRANET 


Ethernet interface for the ZX Spectrum 
Connect your Spectrum to the internet. 
Developed by Dylan Smith 














TEN YEARS AFTER 


(T-To}ie [=m @]an=)| me lela | Muice)ale Am MalomVA-r-lentallale ss 


WVATSe) alse nels y-! 


went wrong was not 1984, but actually 1994. LEWEL=Ii SCORE -G0000G Li WES =i 


It's time to turn off the computer and save 
aat-lal.dialer 








That is the story for this mediocre platform 

game that tries very hard to be Jet Set Willy 
but sadly fails. It has some nice ideas but wr | 
they are not very well implemented. 


There are several screens consisting of 
brightly coloured girders and lifts that work 


Tameyal=melic-vei ela nm 4ol0mt-13) ace) m=1-le pelt -\-10 1S 
to collect the key that opens the door at the 
top left of the screen. There are other objects 


tf . : 


I 


you can collect, but these just give you ai 


points. You must not touch the cyan cameras, 


these are deadly, and they also fire things at SSTRENGTH= om | Se | 


NolU nm ColU Mm al-\V-m [aalie=vemciua-lalendam-laremipalincre 
idfaat=yan oLULamdalicM CM ale) mr Wel- lanl mele me-lamae ian 


Because the lifts are so tricky to get on and off, there is 
-M(olme)V-lhel ale mxom o\-melo)al-m-rem\(ol0me-lamanl-]<-mNal-m [lan] ep 
The screens are designed so that you have to use them 
too. 


Later screens have horizontal platforms with spinning 
blades to jump over while trying not to fall off the 
e}ehacelanan 


NaaTe)atessiam vatcm-lalaceyyalalem=)al-lanl (=m oer- Me] ee [om ol ce ba LC) 
creature that if you collide with it, picks you up and 
drags you all the way back to the start of the screen. 


i at=mel]e-) olalrecm-la-meL0linom ol-\)em-lalemar-\-mlaalikcrem-laliant-1a(e)a 
and there is no smooth movement. The sound seems to 
be BASIC beeps and this game does remind me a little 
(o} - ee) a] ©)] (10m sy AWs) (Gu olcele]e-]n08 


LEWEL=2 SCORE=-00254%0 LIiWweS="4 
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(© ah nce) iw-] com alelmmcelon of-[o pm olUimmnal-1c-M-]a-m [Ulm Kolo aal-la\vaivaliale mela) 


the screen to make this enjoyable. 


A game to stay clear of then unless you like a really tough 


challenge. 

















Zeppelin Games 1988 
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2088 is a strange kind of cross-breed with elements from other games that come 
together to create a quite nice shooter. The story is non-existent, it’s just a points 
game. 


The elements used from other games include the main character who is a bit like 
Jetman, the space snakes that are like Centipede, the horizontal and vertical laser 
turrets like Transversion and the overall gameplay which is like Robotron. 


a ee 
oooooooo 


To complete a level you have to destroy all 
the space snakes. Shooting them in the head 
will reduce the overall length of the snake, 
but shooting them in the body causes them 
to split like Centipede. 


Also on the screen are various other aliens 

that can be, for the most part, ignored. The 
laser turrets leave behind blocks that form 

barriers to movement, and so these need 

J alolold [ale mcoleyme) mi val-mcial-).<-mcir- lamcom olelU| ale) 
off them. 


Once you clear a level, you jump into your 

cy of- (esa) O- Tare mal=t-(eme)nmialcelele|ai-lam-\1t-146) (| 
field towards the next one. This part of the 
(of-Tanl-micm Usiar- me ele (e[-mel-laal-mnlvam-lni-\muallale | 
to collect on the way. 


The graphics are large and move well and sound is really nice. 
The gameplay Is very reminiscent of Jetpac, even down to the 
ship in between levels. 


The action is fast and frantic and if you like any of the those 
games this takes parts from, then you'll like this mashup. 





em 


Page 49 








BUYING 





IN 1987 





Ox 





In 1987, after much indecision, | finally got round to buying a ZX Microdrive. 


| had wanted one since its launch and followed the prices as they dropped slowly as 


interest waned. Sinclair tried to address this by releasing the Expansion pack in 1985. 


In 1987, | finally decided to purchase one, but things didn’t go well as my diary explains. 


My plan was simple. I had the cash and wanted the best deal I 
could get. I would call up the major shops, get their best price 
and then travel the 30 minutes into the city centre and buy it the 
next day. How hard could it be? 


In my diary I recorded the conversations after the first phone call 
as I had the feeling it would not go well. As such, I will replicate 
those notes as accurately as I can, obviously editing out some of 
the swearing and comments. In each instance my opening line 
was the same for every call; “Do you have Interface One and the 
Microdrive in stock please?” 


First was WH Smith. The giant chain well known at the time for 
stocking a large selection of goods for a range of popular 
microcomputers. The call started well with a pleasant enough 
chap enquiring if he could assist me. 


I gave the question which was met by a short silence. He asked 
me to hold on but didn't mute the phone or attempt to cover the 
mouthpiece. Because of this I heard the conversation with 
someone called John, who had no idea what his colleague was 
talking about. 


“What's a Microdrive, John?” 
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“No idea. Why?” 
“There’s a bloke here who wants one.” 


I presume by the silence, the other man just shrugged at this 
point. He pondered what to say upon his return and not wanting 
to sound like he was clueless, he told me politely that they didn't 
stock them. 


With the first call complete and WH Smith having no idea what a 
Microdrive was, my hopes were still quite high. I think staff 
training should be implemented to explain the use of the Mute 
button, or the use of the thumb over the bit of the phone you 
talk into! 


Next on my list, and I had more hope with this one, Boots. 
Another large retailer that held a lot of stock and was always 
popular with school children who went around and typed rude 
words on every computer on display. 


The response was pretty much the same, with long pauses. At 
one point the man said he would go and have a look. This took a 
few minutes during which he didn’t go anywhere. I could hear 
him chatting to someone else about everything apart from the 
Microdrive. 





He returned when he remembered I was there and informed me 
that after an extensive search, they didn’t have any “minodrives”. 
Trying to be helpful, he suggested I try WH Smith. 


Well, two down and no sign of anyone actually knowing what a 
Microdrive was. I still had a few more shops to call and was 
hopeful at least one of them had what I was looking for. 


My next call was to a small retailer called Microbyte. As an 
independent I was hoping they had a better idea of what I 
wanted or even may have one on the shelf waiting for a new 
owner. After my initial question the tone was less than optimistic. 


"I don't think so." Was the reply, followed by an awkward silence. 


I prompted for more information and he reluctantly agreed to 
actually check. A few minutes later, after he had made a cup of 
tea, he returned with the bad news that they didn't have any. He 
was then shamed into trying to be helpful and suggested I try 
Boots or WH Smith. 


Now at this point, my enthusiasm to get one of those great little 
device was growing less and less. Each call made me feel I was 
wasting my time and that I should either try mail order, or 
actually look at moving to the Plus 3, or even another format 
altogether. 


My next call was to Comet. Another (at the time) huge retailer 
with masses of stock, but also known for its less than intelligent 
staff. Would my luck be in this time? 


My initial question was met with a very quick response, and the 
man promptly said he would put me through to the right 
department. Sure enough, after a few rings, a man answered who 
purportedly worked in the computer department. I repeated my 
question and again this seemed to hypnotise the person. He 
went quiet for a very long time. Eventually though he gave in and 
suggested I speak to Fred. 


Fred eventually arrived and enquired how he could help. My 
question was put to him with little hope of getting any kind of 
informative answer. 


“You mean for the Spectrum?” was his reply! 


He actually knew what I wanted. I confirmed this was the case 
and he said he would go check the stock room. At this point the 
phone was placed on the table as he disappeared into the stock 
room. At least that’s what he said he was doing. As I listened to 
the buzz of the place he was in, I heard various people walking 
ae about, clattering, dropping things and 
ss swearing until the intrepid Fred returned. 
Sadly it wasn't good news. 











“Sorry, no. We don't have any in 
stock. Have you tried WH Smit 
or Boots?" 


So close and yet so 
far. The first 
company to actually 
know what I wanted, 
but I still wonder if 





Fred really did go into the stock room, or whether he just went to 
the toilet. 


Onward with my task then and the next store was Laskys. I often 
visited this one when in the city. It sold many things from Hi-Fi 
stacking systems, video recorders, cameras and of course 
computers. 


With my question asked, the person provided the now familiar 
pause before asking me to hold. He didn’t put me on mute, he 
just tried and failed to cover the mouthpiece. The result was that 
I could hear him shouting around the store to ask other salesmen 
what I was talking about because he had no idea. 


I couldn't hear the responses, but I gathered they were all 
negative. He finally came back to me and suggested I try WH 
Smith or Boots. 


Was I never to own one of these wonderful little devices? I did try 
several other stores and got pretty much the same reply. 


A new Spectrum had been released by Sinclair, the Plus 2, but the 
differences were not enough to entice existing users over and to 
sell their trusty 48 or 128k machines. This meant there was still a 
market for them, people wanted to buy them. Was this just a 
rose-tinted vision I wonder, and had the Spectrum market 
dropped so much that major retailers were backing off. 


Sinclair were about to launch the Plus 3 with built-in disc drive 
too, so this could have had an effect. After all, the Microdrive 
could not contend with the speedy three-inch disc. Again 
though, this was a new machine but the major difference was 
software. Companies were already boasting about new games on 
disc. They were preparing and building the market in readiness 
for users to sell their old kit and flock to this new shiny machine. 


In reality, this would not happen. If you had a 128k Spectrum and 
did not want to sell it and then save up more money to buy the 
more expensive Plus 3 model, the only cheap option for storage 
was the Microdrive. Something that, seemingly, was not available 
in 1987. In the end I got one via mail order. It stayed with me for 
many years and held a lot of code, games and programs I wrote, 
sadly long since lost. 


The lack of knowledge in major retailers should not come as a 
surprise. A common joke for myself and a few friends that 
worked in ‘real’ computer stores was to walk round PC World and 
ask really complex questions. It was great watching them squirm. 


In the end I got mine, but I wonder how many others gave up? 
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The Lemmings are here! Finally they arrived on the Spectrum 
in 1991 after there heralded invasion of the 16bit machines. 
The game was unique for its time and in case you have not 
seen or heard of it before, the premise is simple. Each level 
sees a Steady flow of Lemmings, all mindless and stupid. To 
(of=1mdal=yan mm ale)ant-mvcolemal-\\{-mcemelal-lale[-mualclmvalial dialer 





Each level contains a trapdoor, out of which fall the 
Lemmings one by one. As they land, they set of in a direction 
and you have a few seconds to decide how best to save 
them. Somewhere else on the level will be a doorway, and 
you have to guide these little fellows to that. 


The Spectrum version of the game contains 60 levels with 15 
being Fun, 15 being Tricky, 15 being Taxing and the last 15 
being Mayhem. Some levels are longer than the screen so 
you have to move the cursor to the right or left-most side to 
elre) | F 


The levels contain a variety of obstacles including rivers, high 
drops, pillars and netting. To get the Lemmings to overcome 
1d al=\sX-m@)0)<\-(ei(-\SM 010 al- \V{-m Kom @lat-]ale[-Melal-melem nate) e-Mlalvel-mip<-r6| 
type. You have ten types to chose from and these are shown 
at the bottom of the screen as icons. On the 16bit machines 

these could be clicked, however, on the 8bit Spectrum, you 


ESE oa 


use the keyboard of joystick. More 
on this later. 


SY-100 ale m-MMlanlpaliale com ol-m- mel lele [oe 
will set them digging downwards, 
aat-1.dlale m= mare)icmualcelelelamizalceamaal= 
others can fall. Setting a Lemming 
as a bridge builder will set it off 

‘olUTI Collate m= Im olalele[-mKe el gey\-mr- NV al-me)s 
rivers. 


Each type can only be used a set 
amount of times per level as shown 
olan dal-micelam-laremualiare ecic-lamelelt 
easy with only one type to choose 
from - the digger. Selecting the 
icon (using either Z or X to move 
between them or using the number 
keys) you then have to move the 
cursor over the Lemming you which 
mom dU lgam|aixom-lel(ele(-]ar-lale me) g-1553 
select again. 


The same mechanic Is used for all the other types and it is up 
to you how you use them to rescue as many Lemmings as 
possible. Sometimes the number required to complete the 
level is less than the number that arrives through the 
trapdoor, this indicates some of the small chaps will have to 
be sacrificed. Later levels require the use of different types to 
complete. 


There are other icons to select too. You can increase or 


i rr re 
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decreased the amount of time between each 
MJaalanliarem-laa\diare pa Vele mer: lamalel <om-]|maat= 
Lemmings (needed when you just can't 
complete the level) or nuke the entire level. 
On the 16bit machines you got a nice tiny 
No) (e(=mr-] ale r= lm (o)Vi-1hvaa oe) obmsvelel ale me) alma al) 
Syol-reiddUlaamiatele(e]aMar-]|micme[Uli-1m-]ey-lamice)aamaat= 
128k AY music that plays along. It is a jolly 
dU] al=wr-lale Mer-]am o\-maUlgal-\oMe)irm ole] MUlallL<-mual= 
16bit versions, the tune is the same for each 
level. 


The gameplay Is pretty much the same as 
the 16bit version, however, there are some 
fe)ce)e)(-1aae 





Wi at-mele ase) am aale)\c-1an\=)alanicmele(omm 4olumarel(e| OUT 1 0 ty 00 


down a key (or move the Joystick) and the = Ea ae 
cursor moves as it should. Then for some = Latining 
reason it accelerates and often overshoots : * + 7 tS 


its intended target. This can become very 
frustrating especially if time is tight. There is a 
hacked version of the game that uses the 
Tan} os} KelaMmaateleli-ym olUi me (1 olitomuaviiaremielels 
different emulators, I could not get it to 
Wiela.¢ 


The graphics seem to have been digitised 
lice)anmsalome)alellat-]m-lalem-e- Mae] 1m [-1e 4 
definition. The bricks used on levels such 
as six are unclear and could easily be made 
to look much better. Some of the 
landscapes are OK, the rocks are fine for 
example, but again this differs between 
levels, some just have solid colour. 


The characters themselves are small but . OUT ] cf ity 00 TIME d # 0? 
animated well, but I feel they have lost ’ 


some of their characteristics making the 
game less appealing. = a re = 3 |B 
% |S Dat) * Bw he [a 5 


ii at-mer-laat-ma-Jant-llasmearcli-sale|iarem-laremaals 
learning curve has been implemented very 
well, introducing new types as you progress. 
The first levels do not set a number of 
Lemmings to be saved, so you can 
experiment as much as you like. 





Completing a level will give you a code so 
N{olUmer-] ale [old of-\e @r-]alem o)(o Qe] omual-mel-lanl-mNUal-16= 
you left off. 
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Review 





You are Ed Lines — a famous reporter sent to 
write about life on board a submarine. All of a 
sudden the ship gets attacked with the crew 
‘oX=1iate Ia t-],<-1a mm Cole al-\V-m nate] al-[e[=1emcem alle(-melale(-1ar-| 
‘oX-Xo Mm (are) Md al=miaal-]ac-1) me) mi oley- Ine |lale mm oy-ladl-cer-1a-) 
they?) and that’s where the adventure starts. 
Your mission is to get to the Telex room and 
send the message Sub-Sunk. 


The first thing to realise is that the game uses 
the old two word text parser so all the puzzles in 
the game are fairly simple, it is usually a case of 
daviialemxem ce) @elel mn Zal-lamayomuelcemee)aale)iar-islele 
is needed. 


WW/Kok- a cole) aatcm-1n=mr-(eere) pa] ey-lali-rem o)var-miiaa]e)(-molene 
MWV=1i me le-\ Za me-lale mere) (ole laivl mele-]°)alrem|amaa(-mke)emelar 
third of the screen. I have read that this and its 
sequel were both written in the Quill adventure 
creator and it does have that feel about it. 


One annoying thing is every time you enter the 
sonar room it has to beep three times before 
you can continue. Funny the first time around it, 
soon gets annoying as it’s a room you will travel 
through a fair few times. 


None of the puzzles are difficult but they all 
require a fair bit of backtracking, which can get 
Fo} mm gave) alo)ce)alele wu imma al-18-110) ¢-m- Ime lelelem(e(-t- Ke 
make a map of each room and object, also it is 
possible to make the game impossible by doing 
o]aat=analiare Ml amaal=mw ela (e me)ce(-] em Blom slolm-lali-is 
“disassemble vacuum” if you want to complete 
the game until you have vacuumed the dust up. 


Despite these things the game does have a 
sense of humour and whilst a tad basic at times 
it does make it more playable than some of its 
rivals at the time. Worth a play but don’t expect 
coremanlvlo amice)aamie 


Review by Lee Price 
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SEABASE DELTA ..... 


The sequel to Subsunk, written once again by 





































wm 


;auonWwa 


+ i 


HH 
m [~ 
mo TD 


Mm mm ce + 
i, 


Mm x 


a 

= 

Wy e- 
fee) 


-xeom 
i =-, 


(Go) iia Mietel(=m-)alem x-1k-)amke)ae-lala-y 


pt 


tu iit 


2G 
Imm i 
oa mT 


Im at 
amt 7 
ve 
+ 


Having sent the message in the previous 


= 
— = 


Ho4okeAeH 
nt 

om 

UW! = 


i 
.* pF 


Lr 
i gu 
Ti 


game the enemies have now taken the sub 
into there underwater base; can you escape 
back to the surface? 


The graphics have been given an upgrade command. 
and tend to draw in a similar way to those in 
Wnt alee Unfortunately, the parser system Set pene Se] 
is still the same as before; the old verb-noun 
configuration. So, its back to the simple tosh to and For 
puzzles and word guessing strategy of before. 

next move Ed. 
The humour is still present but this time it is 
funnier. Also the backtracking across the map 
is still present. The backtracking this time is 


done via a tube train car. 


One thing that is annoying is the ability to die 
rather too easily, such as in the airlock if 
you're not careful. 


This is a game where you should save often as 
restarting will cause you to quit in frustration. 


Ai alcmcmale)ar-Mer-]aal-m com lalagele[U(q-mcvo)pal-re)a(- mine 
the world of the text adventure but is more 
aimed at those who have an interest in the 

genre. 


Review by Lee Price 
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OVERLAYS 


yare 


HELPERS 





| spend ages flicking through my magazine collection. Reading reviews and features, 
seeing what was available and often finding some surprises along the way. 


Many companies bundled things with their games. Anything from a 
small booklet (Mini Office), in-depth instructions (F-16 Combat 
Pilot), novelty item (Surf Champ) and keyboard overlays. These 
came in many forms including cardboard cut-outs, plastic panels 


and even a complete top case covering. 


Let's take a quick sideways step first though, to other keyboard 
coverings that supposedly improved the Spectrum's ‘dead flesh’ feel 
There were a few that spring to mind including the Kelwood K- 
Board. A solid piece of plastic that fitted over the rubber keys and 
gave the user a more solid, plastic feel when typing. There was also 
the Games Board from Mervic Marketing. A similar looking cover 
but with removal buttons so you could just have the keys showing 
for the game you were playing. None of these though were bundled 


with games. 


Finding overlays that came with games from the companies is not 
an easy task. Many websites don't mention the things included in 
the box, and the producers didn't really go out of their way to 


advertise them. 


Probably the most prolific company to provide overlays were 
Quicksilva and because they were never advertised, many games 


you buy are missing this integral element, especially for collectors. 
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ATTENTION SPECTRUM USERS: 














- Are you being zapped by 
‘finger drift’? 

— Fed up with being eaten by 
monsters? 

— Put new life into your game and 
hit the right key every time with 
the new 





Enjoy these great features: 


iy Instantly attached/detached 
vy Games board masks unwanted keys 
—— Yr Improves scores up to 50% 
vy Compatible with al! games and software 
vr Can be used with joysticks for even faster control 
vy Can be used with all hardware add-ons 
—— <: /deal for young children 


_— All this and more for just £9.95 
From your local computer shop or direct from: 
=: Telephone: 


061-864 2010 





ce Keys can be inserted in any position — 
a 






Mime — OUT & 


ROE BOE ace | TST 












@ METEOR STORM © 


LEFT RIGHT Nd DOWN 


L ae a Al ‘ s TFRUDERS 


LEFT RIGHT UP DOWN SIRE 


ee PA 


They not only added value for the player, but also made the controls easy to 






remember. It was a nice surprise to open up Space Intruders and find this present. 


The Quicksilva overlays were small and originally made of plastic. They fitted neatly 
over the right-hand number keys and had the game name and controls printed on 


them. It is not easy to say how many games Quicksilva released with these overlays, I 





know of about ten, but there could be more. Over time Quicksilva moved to having the 


same items but made of cardboard and attached to the inlay. This meant 
NORTH NORTH-EAST EAST SOUTH-EAST SOUTH SOUTH-WEST WEST NORTH-WEST 


to use it, it would ruin the inlay, as it then made it incomplete. ~~) 7 ~7 ~~ ~~] ~~) 7 ~) 


LOOK THINK CHOOSE NIGHT 


Moving away from Quicksilva, overlays were sometimes provided if the —= —~ ~~) ~~] ~ Y — I 


game 
NEW GAME SAVE OLDGAME 


required a lot of keys, for example a flight simulator or real-time strategy ~ ~ ~~) —_ —~ —s ~ 


game. Elite came with a cardboard full overlay that had all the game's 
COPY LUXOR MORKIN CORLETH RORTHRON SELECT 


controls printed on. Having not to remember which key did what would —™ ~ —~ ~ 7 ~~ = — ~~) 


certainly helped the budding space pilot. aie 
| BEXQAD | 
VE => 














On a similar theme, Lords of Midnight also came with a full overlay, helping 
adventurers gather their troops, view different directions and swap characters without 
having to 


consult the manual. 


If you had a game where keys were numerous or hard to remember that did not come 
with an overlay, then Print N Plotter came to the rescue with their Do It Yourself kit. 


These came is packs and allowed you to make your own overlays for the full keyboard. 


The black plastic sheets were pre-cut and just needed a poke to get rid of the bits 
where the keys were. They came with ready printed stickers for typical game controls 
along with blank ones so you could write your own. Other companies also offered 
similar products making life easy for the gamer who liked a lot of keys with their game 


of choice. 


I can see how they would have helped games with numerous keys, but I am not sure of 
the usefulness for games like Space Intruders that had just three keys. It definitely 


added value to the game, but it’s usefulness could be questioned. Especially if you 





upgraded to a Spectrum+ or later model. 
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Welcome back to strange places where 
Wrolblamanlia(emuvs-lale(-1e Mm iat har-lalemyzelele 
brain shifts into a higher gear. 


/Fanvzolel (ois y-1-100m Mat-him (elim nnnyance) aiemr-lave| 
despite going on various quests to find 
it, | have failed. | now have to revert 
oma dal(ae)a\-m lala a(-m ave) o\-m iam twe-t-(el-10) (aa 
covered usage of fonts in adventure 
games many issues ago, so there is little 
point in labouring the subject. 


A recent browse through Sinclair User 
magazine (and the latest Retro Gamer 
fantcto-V4lai-) mo) a@)an}o)i-re Mm ant-mcomualial < 
about the Sinclair ZX Microdrive. It 
was a late delivery of cheap mass 
storage for the Spectrum, and one of 
it’s potential uses was in the adventure 
refelantomantcla com 


Sinclair User gave a few ideas including 
The Hobbit with every location in full- 
screen graphics, which is a nice 
thought, but there is so much more the 
WA lrelxeXe lu nom cele] (eM al-\U-meviia-en 


With 85k of storage, games could have 
lotsa anleceamanteecmlate(-jolammenie(oamalaalcue 
ialmexo)al<-iehemr-lalem Wr-lanmalolasleksanc-ll dials 
about graphics. With careful game 

fod t-lalaliatcar-laleMmekx-me) mee) an) e)a-x57(0)8F 
adventure games could have been 
massive. 
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GRES 


Adventure Page 


There are several strategies at play 
here, first the game could be loaded in 
separate parts, maintaining your 
inventory. This would of course mean 
enduring loading times as you passed 
ixofom-lalem jxe)anmelbii-la-aimcole-lale)acmaar-li 
were stored outside the currently 
playing environment. The other option 
is very careful and cunning game 
design. 


Take a typical example; You are in a 
fantckS\vcmant-laty(o)amvyidal @l@m cole) satmce 
explore. Many puzzles and object, and 
eventually you get to the cellar with 
the objects needed for the next part. If 
all the criteria were met, a portal 
would appear, allowing you to 
Ko} ahd iale(-mcomdalcmal-amry-ad ole mmeyualian 
would be loaded in. At this point there 
would be no going back so the game 
anlekiareyalnvar-li(e)u mented latcalimaatcm el tence 
had the right objects for the next 
section. Maybe even design the 
game that every object is used 
and removed from the player’s 
inventory before they get to 
idatclamere-ha (olan 


7 Ne(o vom valkvan vate ore) ciaidt-l miele 
compression and the games 
could have truly been massive 
late myel-ree-(a0li-1e 


| did, in my early years, write 
Felawma(ohv.-aiaela-maatsianley-(e(-com ial 


location graphics as you played. This 
was done using X128, the DOS 

Janlel tine) amdat-ianyalciamee)avis-delacvematcdale 
would just keep spooling the virtual 
tape until it hit the location to load. 

a Walkmuvz-cwola-iaavaenleceamiatic-lavar-lave maa 
game is very much enjoyable. Using it 
on a real tape player would be a 
nightmare, but | suppose it could be 
antere li (cre mKomy ola axelam\ullacereld\-mele 
even a more modern device such as the 
divIMMC. Categorically, it will never 
be released, so don’t get your hopes 


up. 


Not only the Microdive should be 
fantciaid(o)alcromr-landalcmore)|aiemuver-iar-]ce)6 1: 

id at-aV(c-bi-Lold hV-vam Mat- lam al-\elmanle)acme-ley-(elay 
datelal emake iGMs-lavdlatcar 4-0 e) merclaualelon 
so this could potentially have been 
Uky =o Ih ok 30) 4-42) xe) mee) an} 9) a-1%\-16 el 1 K- 0 
Imagine the adventure game written 
ico)an vat-ia: 





The South car park ism t very inspiring. Behind you 
to the South you can see the rear car park, 
Horthward 15 the Horth car park. 

The entrance to the showroom Lies to your East. 
There if @ poorly parked Plastic car close by, 
>>exanine car 

Its cheap and porbably driven by @ complete git. 








| suspect the Wafadrive was not mainstream 
enough, but strangely it had more games released 
fo) a miamaer-lomualcmiullagelelai\uce 


Of course when discs came along with the Plus 

a alan xo) ant-maeo)anley-lal(-x acl (cr-ki-16mot-lan(-tmeolalaar-lt 
format. Sadly they didn't really take full 
advantage of the format with massively extended 
gameplay. Rainbird / Level 9 released their three 
early titles, Colossal Adventure, Adventure Quest 
late mm Dbl at={-co)awveh-alcela-molam-mao)anle)it-luvelame-li(-r6 
the Jewels of Darkness Trilogy with added 
graphics and extended descriptions. 


Magnetic scrolls, purveyors of excellent 
adventures on the Amiga, also released their 
games for the Spectrum disc format. Well known 
and loved titles such as The Pawn, Guild of 
Thieves, Fish and Jinxter could all now be played 
fo}am zelelanyo\-ceaae lane 


Moving to more modern times and we can even 
fo) t- Wand a\eky-m x0) 0l-100 mm talcolce)anmex-lan-r me) amaal= 
Spectrum thanks to the Z-Engine emulator, 
ZXZVM. | covered this many episodes back, and 
it was, to be honest, mind blowing that games of 
that calibre can be played on the Spectrum. 


It is a little sad that the Microdrive was too late 
and as such, never really caught on with game 
players nor companies. Had it set the standard at 
release of the Spectrum or shortly after, | think we 
would have seen some excellent games that used 
the extra storage and speed. 


























i a — A 2 co A 
ae ee a en 
What now?’ OREM GRATE 
ee ee a 
WHat mow? o 
i ee a a 
on OP — a 
Low crawl Lé@éadsS west intoa 
darkness. 
Oe ee ee ee ee 2 
Streams inh through it. 
WHat mows 





4 2c 


The southwest, Forming a copse. To the east 15 the 
rickety Old jetty and a wheatfield Lies fo The South. 
Dragging an extremely heavy trunk 15 an old Frail man, 
Wearing a White 545h. 

PELP man 

I don’t Understand ele 

PRELP ian 

A graterul smile appears on the old man’s Face. Your 
extra Weight makes The trunk move Quite &3a5ily and you 
S000 arrive at the castle’s drawbridgée. The gatekeeper 
notices You, Lowers the drawbridgée and drags the trunk 
into the castle. The old man Follows him, disappearing 
a be dePthS OF 4 Place he obYWioUely knows Well, 

cru 

This. Part oF The Scrub seems a Lot healthier than the 
régions Which Lié to the northeast and east: there 15 
acTUALLY some Grass growing here amongst the tangled 
Under growth! SOuUTHWes tWard Leads ainto 4 Wood, 
S0UThWAard To 43 COPSe and So0utheattward fo 4 Field of 
golden Wheat. Westward takes You onto the tide oF 4 hill 
Which rises UP above The Scrub and to The north if the 
es OF a homely castle and its drawbridge. 
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REDISCOVERED 
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REALMS 


«J at 
Paul Jenkinson 2016 Tyee : 


-wetoya na} eli t-hitelam-lare Mm a-talaat-le]ialiaremelmme)(e| 
adventure games. 


If you enjoy text adventures then this little 
compilation should suite you. Each of the four 
games has been re-written using the same 
laatexe(=1gam-Jale|ial=mulx-1¢ Ml am aahva o)a-\Vdlele me l-lanl=y 
SXolUlainvare]aleM>1ce).<-lam ma (-lale Mm Nal-melalellal-]msyANs) (@ 
games, written between 1983 and 1986, have 
been recreated and improved to provide some 
easy-to-medium challenges for those who like 
this style of game. 


There is no fancy parser, just the usual verb-noun input, but the 


KoXer-} de) al t->ammismel--xelg] old(e) am -t- 1} [ale malgelele]am-r-(eame)mdal-m\Z-]e[-1eMel-lanl=ie 


i at=mel-]aal=smr-lale[-micelanmantelel-lsami-(eke)ava lir-mcomsal-malllel allem lalteh\y 
Tani celalant=1alesm- lao md alomuviare) (ml ef-\el.<-[e[-micm- (eee) an] el-lal(-10 mo) Var mallas 
leXere).4(=1m-).40)f-lfaliare m=x-\elamer-]palm- laren elxenalellaleme(=1t-]]cw-]efelUl maal 
conversion process. 


The puzzles are logical, mainly because the games were written in 
the early 80s, but never stray into the absurd or impossible. 


There have been many small changes to the games, some just add 
extra puzzles, others affect how the game works. For example, when 
addressing an object you can then refer to it as “it”. So you can 
“examine axe” followed by “get it". One game had a bug in that 
actually stopped the player completing it if a certain action was 
(ofo)al-vam Male) al er la al-mcom|(e]almrelOlalalemual-mee)ani-16(e)ap 


SAVE and LOAD are non-existent as this compilation is aimed at 
emulation users and I wanted to stick to the originals as close as 
possible. 


A decent set of small text adventures that can act as an introduction 
to the genre or provide some easy contemplation for adventure 


players. 


Although the genre has somewhat faded, the arrival of the Spectrum 
Next seems to have created a surge in this style of game. 


If you like text adventures give this compilation a go. 
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(REDISCOVERED 


Kitchen Department 





es 


A mass Of Small offices cluster around 
this narrow, dark corridor. There are 
doors in all directions. 


> & 


The Kitchen department sprawls out before 
you, Litteéred with half BUILT Units and 
WOrCKbenches, none Of Which are of an Use 
to you. A door Leads North and some iron 
2 Be 
department merges into another room. 


a | 


You are holding.... 
A Tape Measure. 


> 





Very Little Light reaches this far into th 


stores, only broken roof tiles allow thin 
Shafts to illuminate the dirty Floor. A 
doorway Leads North. 

There is a dead bird here. 


> get bird 

You get the bird. 

mo BL 

Piles of grain create a mini Vista in this 
dark and moist building. Light Shines in 
From the yard to the East and through the 
Peaks Of Grain can be Seen a doorway to 
the South. 


> 
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THIS GAME FEATURES SCENES OF pede mig 
) MONSTERS BEING SLICED 'N' SPLATT 
ADULT SUPERVISION ADVISED. 




















RETRO COMPUTER REPAIRS & SALES 


SPECTRUM 
COMMODORE AMSTRAD AMIGA ATARI ACORN DRAGON ORIC ZX80 ZX81 


www.mutant-caterpillar.co.uk 


(GCA = The story of the ; 
ISU E —J{ wel el Tl 
the history ‘ 


in 
Pixels_ 


A very American, 
British software house 


Chris Wilkins 





www.fusionretrobooks.com 
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ARE YOU READY FOR THE 








EXCITING GAMES FOR THE ZX SPECTRUM 


The Castle Of Dr Game 


The evil Dr Game has set out on a mission to steal all of 

ijal-med(e)t1 (om als (-romelelsit-\ Miceli is(-m 20) (e pare lale Ml <-1-] eM lal-li0 

be, [olet <-Te Mlamalemecelail-Mielmels|hmallutt-)imiem-lal [eh ie 
Kes: 


SAVED: 0 Can you save them for humanity? 





a) oe ee eld 


a a Toofy's Nutty Nightmare 


és 7 Toofy is stuck in his nightmare and it's raining nuts! 
= co + He needs to grab them to be able to escape back 
a to his normal life. 
7. Wr att NYaite[Ol-M el(obacelguiMeleliel-e=coi-1|(-Ja] mete)lelllei0)me|sele) allotn 
HHH eet 
ae) SCORE 233363 





ROVR 


HOVER 
As part of an exclusive team, you are sent into the 
deserts of ancient Egypt in search of vast treasures. 
sb Control your remote vehicle and extract the riches. 
o =e ot-11- Je) Mie] emeleh ismeletilelsme (elite 


Ko lahvau nate) a-melelaal-t-mehZeliielell— 





Bounty Baldyzx 

Enthralling sci-fi text adventure. Go in search At last, the Amiga game on the Spectrum. 
‘oe Misl-m-h | eelere|-melatemed(s|(inmial-m elelelana re Saito [el-m els )icelgimeleaiielar 

\elel—mra—1 ae) Rediscovered Realms 

OTS fom ial-meorels|olehi-|mcelelasmiem-ialehme le. damsel) \@fe)|[-Tedileleme) miclllmelehs-lalill¢-melelul-19 


core before the planet implodes. 


WWW.THESPECTRUMSHOW.CO.UK 
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